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fjts t/fte Svcomf 'Morff Jfar, a conjfict oj' fftitredf and ojsytression, 

ffas claimedtfte five# o^miffions. offie ^ou/y oj tfte many wffo ffavejwrisheddur- 
i/iy tfte war enyufj^thejdanet in a cloud o/ anyjuisft aiiddespair rtf ess, and 

in jearcfa of retriffution, their souls meet at a shadowed castle jfjpiown only in 
fejends. TTfie castle oj-the lordofevil f£)racufa> unveils itsvffin tfteyfow oj^tfte 
n la fits fuff moon. 


J onathan d\4,orris, tfte descendant of the famous 7c fin M orris who va, 
^ uisflod JJracufa in lyiy, means to investigate the rumors yf tfte famous 
castles return. Sirin ered wit ft tfte powerful mayician Gflarfolte, tfte 
younypair of W ntfsire ftunters ventureJo rtf into the Belly oj^tfie ufiyss 
ft i own as a creature ofeflaws: da side dfrutufa. 


The beautiful and clever Charlotte is the childhood friend of Jonathan, her 
current comrade in arms. This talented spirit holds tremendous magical 
abilities that aid her in the bottle against the undead. Her calm and logical 
demeanor serves her well when she's battling the denizens of the night, but 
she often comes off as being a little cold. She loves to stick her nose into 
everybody else's business, and isn't shy about sharing what she learns. 


Brash, cocky, and careless to the point of being suicidal, Jonathan 
Morris is the current heir to the legendary "Vampire Killer". De¬ 
spite being the son of a vampire hunter that vanquished Dracula 
in 1914, his bloodline is too diluted to use the Vampire Killer to its 
fullest extent. His hatred towards this deficiency causes him to feel 
as though he's living in the shadow of his father, who was able to 
wield the full power of the whip. 


Despite his reputation for acting first and thinking later, beneath his 
laud-mouthed audacity lies a clever and resourceful mind. With a 
determination to make a name for himself, regardless of the costs, 
Jonathan marches into Dracula's castle with Charlotte at his side. 


DRAMATIS PERSONAE 




































Many years ago, Brauner killed Wind in on attempt to turn him into a monster in 
Draculo's castle, but Wind resisted and managed to retain his consciousness. His soul is 
now trapped in Dracula's castle, and cannot rest until the castle falls. Information about 
Wind's background is vague, but it appears he may have played a key role in defeating 
Dracula in 1914. 


As vampire who lost his daughters to war 30 years ago, the obsessive artist Brauner believes 
that humans will continue to create war and ruin ns long as they exist. Using the Second 
World War as bis means to establish this belief, his ultimate goal is to save the world from 
the destruction of man by annihilating the human race. Fueled by rage, Brauner has resur¬ 
rected Dracula's castle by harvesting the tortured souls killed in the war. With no interest in 
Dracula himself, the castle is merely a tool to bring his greatest wish into fruition. 





la is the first daughter of Brauner's two daughters. The oldest of 
vicious and cruel demeanor is the perfect compliment to Loretta's 
i follows in her father's footsteps and believes humans are o plague 
etual state of war. 


The cold and calculating Loretta is the youngest of Brauner's daughters. Like her sister, she fei 
humans are mere pests that deserve her father's dreadful vision. Extremely intelligent and com 
devoid of emotion, Loretta is a skilled magician who acts as hack up during her sister's attack! 


lire hunters with supplies...provided the price is right. 



































































> weapon. 


1 he ultimate goal or the game is to locate Ll 
Diacula's Castle while combating tbe many 
are earned with every victory. Uncover hi cl cl 


defeat him. Along toe way you must explore 
md in your way. Experience points (EXP) am 
the strength of newfound weapons, and char§ 


.emzens o 


MOVING AROUND 


(JONATHAN & CHARLOTTE) 


onal pad control the direction that your character 
r which is useful for ducking under some enemy as 
curing either action. 


(JONATHAN & CHARLOTTE) 


Pressing the 0 button causes your character to jump. Hold +■ or ■+ on the directional 
before pressing 0 to initiate a jump in that direction. Use this maneuver to leap over 
enemy attacks or to reach higher ground. 


ATTACKING 


(JONATHAN & CHARLOTTE) 


DIRECTIONAL PAD 

Controls on screen character / 
moves selection on menu 

© BUTTON 

Attack Button 

© BUTTON 

Jump Button / Cancel Menu 
Selection 

© BUTTON 

Summon Partner / Confirm Menu 1 
Selection 

© BUTTON 

Switch to Partner 

SELECT BUTTON 

Toggles top screen between mop 1 
and statistics screen 

START BUTTON 

Enters menu screen 

LBUTTON 

Initiates Back Dash 

R BUTTON 

Initiates Partner's Sub Weapon 
or Spell 






































































TEAM CONTROLS & DYNAMICS 

^— —— 

This time around your venture through Dracula's domain 
is assisted with a partner. This might seem hard to manage, 
hut the control scheme has been streamlined to make tag 
teaming a manageable feat. The 0 button summons the 
character that's currently not under your control (Char¬ 
lotte hy default). Pressing O again with both characters 
on screen dismisses your hack up character. The © button 
toggles the controlled character between Jonathan and 
Charlotte, regardless of whether both arc on screen or not. 
The currently selected character has a white aura flashing 
around them that slowly dissipates after enough time is 
spent in an area. 

Any damage your partner takes only effects your MP 
reserve. Once your MP is gone, your assisting character 
leaves the screen until enough MP has been restored to 
bring them hack. Assisting characters also act on their 
own, attacking any nearby enemies with their equipped 
weapon. However, some commands can be given to your 
partner to make them perform specific actions. Using the 
stylus and touching the screen, for instance, tells your 
hack up character to go to that spot. Pressing the R button 
initiates the character s equipped spell or sub weapon. You 
can also tell a character to stay in one spot when you sum- 

mon them by 
HpVBB proving * + © 

3 w lie i! I hey a re 
I oil screen. 


Outside of his main 
weapon of choice, 
Jonathan has the ability to 
equip a secondary weapon 
called a “Sub weapon." 
These weapons and abili- 
ties usually act as projec¬ 
tiles. Inputting t+© initiates a Subweapon attack, which 
uses a small portion of your MR Akt ough most Subwe¬ 
apons are initially underwhelming, they grow in strength 
every time an enemy is eliminated with them. The points 
of growth earned for defeating an enemy vary depending 
on the strength of the enemy. The point amount needed to 
master a weapon can be viewed in this book s Bestiary, as 
well as the Guides *=> Skills section of the status menu. 


SPELLS 

(CHARLOTTE) 


Similar to Subweapons, 
Charlotte has the 
ability to equip and utilize 
a variety of different 
spells. Pressing 4+© 
activates the charging 
sequence for the equipped 
spell. A hat appears over her head, indicating how much 
time is left before it is cast. Once the bar reaches 100%, 
the spell is released. However, every spell has two levels 
of strength. Holding the © button down and charging 
the spell past 100% reveals a second meter, if the second 
meter fills, an upgraded version of the spell is unleashed. 


SUBWEAPONS 

(JONATHAN) 


(JONATHAN & CHARLOTTE) 


Press the L button to ini¬ 
tiate a backwards evasive 
maneuver. Very helpful 
for dodging incoming 
enemy attacks that have 
limited range. 



Enemy Resistance 


Since both characters have their own 
individual strengths and weaknesses, 
learning to switch between them when 
necessary is an important habit to get in 
to. For instance, many enemies are resis¬ 
tant to physical attacks, while others defy 
the arcane art of magic (an enemy resist¬ 
ing either type of offense flashes blue when 
they’re hit), Charlottes spells are the most 
effective option against enemies with good 
physical defense, while Jonathan's brute 
strength is needed against fiends that resist 
magic. Swap between characters as often. as 
needed to deal with the situations at hand 
accordingly. 
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Character Change Properties 

Not only does it cost nothing to perform, hut 
the process of switching between characters 
with the © button is Instant. 1 he limitations 
on when you can actually change characters 
are dependant on whether or not both 
characters are on the screen at the same time. 

With both characters onscreen, it's possible 
to switch between characters at any time, 
regardless of whether or not a character is In 
the middle of an attack. The only exception 
to this rule is when performing a Dual Crush, 

With only one character on screen, character 
swapping can only he done when the onscreen 
character isn't in the middle of an attack (he it 1 
a Subweapon, normal attack, martial art, etc), 

Tbere are, however, two exceptions to this rule: 
it's possible to change your character during a 
slide (*+©) or if a weapon attack hits an enemy. 
Changing characters when your weapon hits an 
enemy is referred to as a “Swap Cancel”, largely 
because the remainder of the weapon attack's 
recovery period cancels directly Into tke character 
change. This can actually be used for fun team 
combinations, though they aren't particularly 
useful. For example' 
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VAMPIRE HUNTSNQ 


















































DUAL CRUSH 


new aj 


cool down peruiti where 
a no titer Dual Crusk 
cannot he used kicks in. 
Tkis simply acts as a safe 


1 his simply 
guard against repeated 
Dual Crush abuse, 
lnlity to use the Dual Crush 


Atter several seconds pass, Lhe a 
returns, if you have the MP aval 


BACKDASH CANCELING 


It's possible to shift directly into a Backdash at any point dur¬ 
ing the swing of a normal attack, canceling the remainder of the 
attacks animation into an evasive maneuver. This is specifically 
useful for safely retreating away from an enemy's grasp after swing¬ 
ing a weapon with a heavy recovery period, like the Axe or Claymore. 


in addition, the rsackdash itseli can also shirt directly into an 
attack. When used with weapons that have a lot of range, this abilit 
enables you to quickly evade an enemy's attack with the Backdash, 
then come out of the evasive maneuver with an attack to strike the 
recovering enemy. 


uomhimng noth ideas, the Dackdash Lancel has one hnal use; quickly 
attacking twice within a very short period of time. Most enemies attack 
at specific intervals when you're close, which normally only gives yon a 
brief opening before you have to retreat. Since its often difficult to fit 
in more than one attach during this window of vulnerability, an attack 
canceled into a Backdash, then into another attack is a fast way to deal 
two kits of damage before your enemys next swing, Altbou gh it' s usually 
faster to simply attack normally with Dagger or Fist types of weapons, 
every other weapon type can benefit from tills attack combination. 




St as the swing 
cancel it into a 


»- m «s the Back Bash initiates. 

q button again 
diately press the u “ 

second strike. 


Earners 
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CRITICAL ATTACK CANCELING 


Similar to the Backdash cancel, normal strikes can also be canceled into a weapons Critical Attack (+ * + At tack)/This * 
is specifically useful for getting in as much damage as possible before your enemy's next art tack found. In addition to this, 
Critical Attacks can also be canceled directly into Jonathan's Martial Art techniqoS""(fefer to ttuT Relics section), or the > * 

Dual Crush of your choice. When used in combination with the Backdash cancel, the end result is the ability to unleash a 
powerful attach combination that can decimate tough enemies. 


I here are a few situations where the Backdash hy itself doesn't travel far enough to avoid an attack, A manner of com¬ 
pensating for this when only one character is on screen is to Backdash; cancel the Dash into a character change, then 
immediately Backdash again. This can be done very quickly to almost double tbe distance you travel. In fact, its possible 
to continually perform this action to travel in a faster manner. 


One final note, Charlottes spells can also be canceled into a Backdash, This is useful for making a retreat after casting a 
spell when an enemy may be winding up for an attack. Its also useful for some combination attacks, like casting a Level 2 
Raging Fire, canceling it into a Backdash, then press © to switch to Jonathan and immediately following up with a 
weapon attach. 


MOONWALK 
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When the Critical 
Attack strikes your 
enemy, quickly 
input the lommane 
tor Jonathan's 

Martial Art 

1 (♦*•** + Attack) 
to «ommence the 
final blow. 


, AAAAM 


Although many enemies attach far too quickly 
to safely utilize large combinations, some slower 
enemy types (li k the CatoLlepas, Malphas, or Heavy 
Armor) have large enough windows between their 
strikes to eradicate them with large combos. Since some 
of these enemies kecome dangerous if they* re 
left alive for too long (the Malphas specifically), being 
able to eliminate them in a timely manner is the key 
to victory. I he following is an example of an attack com 
nation that utilizes this method of canceling. 




Swing at your 


# \ Jonathan's normm 

Slli attack. In this 

tW*; -I Assassin Blade. 


Just as the swing 
hits your enemy, 

, $ press l to cancel it 

:«tn a Back Dash. 


he Back 

I Dash initiates, 
immediately press 

the © button 
again. 


just as the second 


strike tonnects, 
input the command 
*,* + Attack to ini¬ 
tiate the weapon s 
Critical Attack. 

1 



MACHINEGUN SUBWEAPON 

When it comes to canceling normal attacks into a Back¬ 
dash, it s only possible to go through one repetition. In 
other words, you can only cancel a normal attack into a 
Backdash one time during a single sequence. This limita¬ 
tion doesn't exist for Sub weapons, which can be canceled 
into a Backdash as many tunes as needed. Although most 
Suhweapons have a screen limitation (many only allow two 
of th e same projectile onscreen at once), some Suhweapons 
can have three to four shots onscreen at a time* The Sub- 
weapons m question are the Dart and Paper Airplane. 
Using the Backdash cancel, it s possible to rapidly throw 
out a stream of projectiles at a rate that's not normally 
possible* I o perform tins trick, throw a Dart, then im¬ 
mediately cancel the throw animation into a Back- 
dash. Just as the Backdash starts, immediately cancel it 
into another Dart toss* Repeat this sequence (♦+© =>L 
Button ^ ++© 1=5 L Button...) as fast as possible to unload a 
barrage of projectiles at lightning speed! 


STONEWALL DEFENSE 

Despite perhaps seeming useless, there are a few occasions 
where Jonathan's Stonewall ability can defend Charlotte 
as she casts support spells. Stonewall tends to deflect most 
projectiles at the cost of HP damage, which is relatively 
niinor because of the massive CON and MND boosts 
Jonathan receives wSile in this stance. With a long range 
spell equipped to Charlotte, such as Explosion, Piercing 
Light, Cocytus, or Chain Lightning, she can safely cast 
spells at a distanclllhile J on a than absorbs the damage his 
enemies are dishingmit* 


The most effective way to do this is to use the "Stay" 
command to summon Charlotte and keep her stationary. 
Move Jonathan in front of her, then initiate Stonewall, 
When ready, press the R Button to start easting one of 
Charlotte' s powerful spells* 


HERCULES RING 

J he Minotaur, found in the Dark Academy, drops an^ *' 
interesting item called the Hercules Ring, d his item * j* 

completely eliminates hit stun—ike stagger ybur_character. 
enters when they're hit by anjat tack rAdthoilgh you still 
take damage with it_eq.iupped, lIt& Hercules Ring makes it 
nearly impossible for your foe to interrupt your attacks. 

This is an especially useful when casting Charlottes magic 
because the Hercules Ring enables her to cast the spell 
uninterrupted even if she gets hit, r 

;■ “ * 

However, one thing to take note of is the loss of the * 

Hercules Ring property if the wearer is not being controlled, 
if Charlotte h as the ring on, and you're instead controlling 
Jonathan, then she 11 take hits normally. Strangely enough, & 
if the holder is the character being controlled, then hath 
members of your party receive the property* „ 



















































SALAMANDER, THE BIBLE, AND THE VAMPIRE KILLER 

There are three abilities and items to obtain that arguably offer the strongest attach options avai lable. The Sal am a nde r 
spell, sold in Vincents shop later in the game, summons a fiery dragon that homes in on the enemies in the area. Tk is 
spell hits multiple times while it's out, dealing massive damage to everything onscreen. In regards to Jonathan, weapons 
that deal Holy damage are powerful because of the inherent weakness that most enemies have to the element. Specifically, 
Jonathans Bible Subweapon and the upgraded Vampire Killer have the Holy element. The Bible itself spirals out from 
bis location, dealing Holy damage multiple times after its release to everything 
:ound him. 

Combine all three attacks at once, summon Salamander with Charlotte, then 
throw out a couple of mastered Bibles with Jonathan, While the screen is full of 
your own projectiles, attack your enemy with Jonathan's powerful Vampire Killer 
Critical Attack (+ + *[-©}. Tke end result is a powerful swarm of attacks that can 
quickly overwhelm most large boss characters in no time at all. 





Jonathan and Charlotte grow in strength as you progress through each area of Dracula s castle. With each enemy that’s 
defeated, experience points are obtained, which lead to ""Level Ups’ 7 —an overall increase in your character s statistics. The 

items obtained also increase statistics while also granting newfound abilities and 
techniques. 
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Change uieaports/armor. 


Pressing the Start button opens the Status Menu, a collection of menus designed 
to help you manage your characters statistics and items. This section is here to 
explain the various options available to you in the Status Menu, The following 
table explains of some of the terms you'll see in the status menu. 


MENU STATISTICS 


LV 

Your currant level of experience. Each increase in level raises Jonathan's and Charlotte's stats. 

EXP 

The amount of experience earned thus fur. The more EXP earned, the higher your IV number becomes. 

NEXT 

The amaunt of EXP needed to gain another level. 

RATE 

The percentage amount of the total castle mop you've explored. 

GOLD 

The amount of gold you currently carry. 

TIME 

The total amount of lime spent playing this particular save file. 

ATK 

Your base attack power rating. Dictates the amount of damage you deal to an enemy with each successful attack. The damage dealt to an enemy may be 
higher or lower than this number depending on the resistances an enemy has to your attack. 

DEF 

Your hose defense power. This number eliminates some of the damage dealt to your character. The higher the number, the less damage your character takes. 

STR 

Your Strength rating. This number affects your ATK power. 

CON 

Your Constitution ruling. This number affects your DEf power. 

INT 

This is your Intelligence rating. This number affects the strength of your spells. 

MND 

Your JVlind rating. This affects your defense against enemy magic. The higher the number, the less damage magic deals to you. 


A. 


LCK This is your luck ruling. This number affects how often enemies drop rure items. 





WEAPON 


DESCRIPTION 


The traditional weapon of the Vampire Hunter, 
Its long range, above average attack power, and 
the flexibility granted from whip skills make it 
Jonathan's most prominent weapon choice. 


whip 


KNIFE 

As the second fastest weapon class (behind the 
knuckle}, knives are extremely effective at close 
range. They tend to be very risky weapons to utilize, 
however, putting you directly in harms way. 

SWORD 

The ever popular sword is u well-rounded weapon 
with good range, speed, ond attack power. Its only 
folly is its lack of a wide area of attack. 

TWO- 

HANDED 

SWORD 

The massive two-handed sword swipes downward 
from top to bottom, hitting anything above or in front 
of Jonathan. Above average damage output, hut the 
wind up and recovery tends to he terrible. 

AXE 

The axe imitates the two-handed sward by having 
the same area of attack. When compared to the two 
handed sword, it sacrifices more speed far a slightly 
larger damage output v 


EQUIP MENU 


SPEAR 


KNUCKLE 


Fist weapons are generally the failest weapon class in ^ 
the game, making them extremely useful against enemies 
that allow you to get close easily. Although risky, they 
often dish out damage faster than any other class. 


BOOK 


Charlotte's only weapon cl ass, TheJi ooks available 
are mostlyrniagieoKn origin, often sporting a variety 
of jntecestjng-efets that mostly include objects 
flying out of her books. 


Armor 

Three armor types exist—body, .head, and legs. All 
DEF to various degrees, while some grant additional-^ 
statistic increases. We advise that you equf^i Jonathan with m 
armors that increase DEF, CON, AIK, and STR, while 
Charlotte should focus more on DEF and I NT increases. *+ 


Similar to the whip, the spear has excellent range 
and an above average damage output. This weapon * 
class is extremely effective and is often the most 
consistent choke available. 


Both Jonathan and Charlotte can be fitted with various 
armaments, which may change specific stats or grant 
special properties. Equipment is bought through Vincents 
shop, dropped off of defeated enemies, or found hidden 
inside the depths of Dracula s massive castle. Aside from 
building EXP and earning Level Ups, finding and equip¬ 
ping new items is the key to survival within Vlad’s domain. 


Weapons 

The vampire slaying duo needs a variety of weapons 
to finish the job. Each weapon class carries various 
properties—some positive, some negative. Below is a 
brief description of some of the weapon types you may 
encounter throughout the game. 


The Equipment Menu enables you to use or attach some 
of these found wares to Jonathan or Charlotte. To access 
the menu, simply press © on “Equip” in the status menu, 
then select either Jonathan or Charlotte to ch oose whose 
equipment you want to examine. Items are attached by 
pressing the © button on a category and choosing an item 
from the displayed list. Select the item that alters your 

characters 
statistics as you 
wish, then press © 
again to equip 
the item. 
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[ Change weapons/armor. 


Tome of firms X 
r* Summon Crow 
Ej Hike Dress 
f 5 1 Open Veil 


Sapphire Corset l 
Platinum Corset I 
Kirtle 2 

Cotton Apron 7 
Frilly Camisole 1 
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MND 
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Lilith Corset 
Diamond Corset 
~ Mike Dress 
^^Silk Negligee 
■" SequineaDress 


M fi silk garment designed for 
comfortable sleeping. 


* * 
































































These often have a wide 
variety of effects beyond 
stat increases. Many 
grant immunity towards 
negative status effects; 
while others grant statistic 
benefits based on factors 
lihe the total amount of money you have. Their unusual 
abilities make them an incredibly important factor when 
tackling the dangers that lurk around every corner. 


Use Item 

I hese disposable items 
can only be used once; 
after which they are gone. 
Usable items are generally 
restorative; often raising 
your current HP or MP 
amounts. Some restore 
your status back to normal after being poisoned or cursed. 
Tbis item class is accessed through the *Use Item* menu. 
Press the © on the selected item to use it. 


Suspend 

This function saves your 
game in the exact spot 
you re currently in. Only 
one of this type of save 
can he used at a time. 

Best used in emergencies; 
like when your Letter half 
finally shows up late for your date. 


Guides 

Acting mostly as a 
collector s Loo k; this 
menu enables you to 
view the items; enemies, 
skills, and quests that 
you’ve encountered 
throughout your journey. 
The percentage of each category that you ve filled is listed, 
giving you a visual reference to how much is needed to 
complete your collection. 


Maps 


Here you can view the 
maps for each of the 
areas you’ve explored. 


1 he percentage shown 
indicates how much 

total map youVe 
explored. The three 
feathers outlined in red act as markers. Use the stylus to 
touch the marker and drag it to any position on the map. 
This is helpful for keeping tabs on notable areas that you 
may forget about when proceeding throng h the castle. 


OTHER MENU OPTIONS 


Config 


Prom here you can edit 
the game s button layout 
or adjust the volume of 
individual sound types. 


When initiated, this 
feature shows a brief 
conversation between 
Jonathan an d Charlotte. 

1 his option is mostly here 
to give you the occasional 
gameplay tip. 


Rel 


ICS 


These items appear as 
blue cubes you can pick 
up. Each Relic grants a 
new ability, whether it s 
a new type of attack or 
something that increases 
your mobility. 


—* 








CURSE 


1 liis effect rapidly drains your Magic Point meter. Sin 
your partner can't be summoned without MP, nor can 
you use 
1 he Uncurse 
Lou giit in Vincents 
shop, removes this effect. 

Charlotte’s Cure Curse 


spell can also 


ed. 


This area enables you to teleport to any other Warp Point 
found on the map you’re currently on. Warp Points show 
up as a blue marker on your map. It s important to find 

them as soon as Dossrine. 


them as soon as po^sffile^ 
when exp I or i ng,a^he w ar ea 


hi eh should e 


e you 


1 he Poison effect significantly lowers your STR, INT and 
MND ratings while periodically dealing minor damage to 
your Hit Points. This effect is extremely dangerous during 
the earlier segments of your venture, so it is highly recom¬ 
mended that you stock up on Anti-Venom potions (bought 
from Vincents shop). Poison can also he dispelled with 
Charlotte’s Cure Poison spell. 


I he boss Astarte has the ability to Charm Jonathan, plac¬ 
ing a curse on him that removes him from your control. * 
During this period Jona¬ 
than will focus his attacks 
on Charlotte. There is no 
known way to cure this 
ailment. 


There are a handful of enemies that inflict your character 
with a negative effect. These ailments carry a wide range 
of effects that limit some of your character s abilities. The 
following is a list of the effects that may affect your char¬ 
acters, along with methods to remove them. Note that all 
negative effects are removed by touching a Save point, 

POISON 


WARP POINTS 


CHARM 


STONE 


Some enemies have the ability to petrify your character, 
encasing them in solid stone. Although you're not in any 
immediate danger while encased, surrounding miscreants 
can still d eal damage to you, or do fun things like knock 
you into spikes. Rapidly moving your directional pad *• 

then "► cracks the stone 
and frees your character 
from entrapment. It’s 
also possible to summon 
your secondary character 
to break the stone with 
their attack. 














































































SAVE 


Tills room allows you 
to savo tlie current 
progress you've made on 
your game. In addition to 
this, your party's HP, MP p 
and status is refilled and 
returned to normal. Save 
Points show up as red markers on your area map* 



PAINTINGS 


The large floating 
paintings placed 
throughout Dracula s 
castle act as Warp Points 
to new worlds. These 
areas come packed with 
entirely new sets of 
enemies and items. Venture into tliese dungeons witk the 
utmost caution. 



PROPS/FURNITURE 


Candlesticks, dishware, chandeliers, chairs; you name it, 
gold falls out of it. Many of the objects found in everyday 
households can he broken when attacked with a weapon* 
These okjects carry the chance of dropping hearts or gold 
when destroyed* Hearts are always dropped when your MP 
isn't at 100%, while gold is dropped when your MP is full. 
The amount of gold dropped is random; 1, 10, 60, or 100 
dollar coins can make an appearance* I he broken props in 
question regenerate after you re-enter the room, making it 
possible to continuously farm gold or hearts from a single 
candlestick. Keep this in mind the next time you re run¬ 
ning low on gold, and don’t try this at home kids. 




PUSHING OBJECTS 


A handful of switches exist that are only activated when 
your character stands on them, or strikes them. Most of 
these switches open the door to new areas, though on occa¬ 
sion they may prove to he traps. Its worth noting that some 
switches require hotli of your characters to stand on them* 


Objects sporting a green glowing aura around them can he 
pushed by simply walking your character into the object* 
Pushing objects is helpful for repositioning platforms to 
jump onto or for revealing hidden areas. Some objects 
may he too heavy to push at the outset; the Strength Glove 
relic eventually solves this problem* if one person cant do 
the job, the Push Cube relic allows you to summon your 
partner to give you a helping hand by pushing o to sum¬ 
mon them while you're already pushing with your primary 
character* 


PRESSURE SWITCHES 






Shortly aft er taking your first steps into darkness, a mysterious ghost named Wind reveals himself* He offers you assistance 
by giving you strange quests to complete. These quests reap rewards in th e form ofhelpf ul items and relics* The descriptions 
for each undertaking are generally vague, which often makes it difficult to know liow to complete the quest. Not to worry 
though, each quest's description, solution, and reward are listed in the Quest Section of this guide (Chapter 5). * 


To view Wind s quest menu, press ♦ on your directional pad when standing near him* After entering the menu, press" f or 
♦ on the directional pad to move the selection through the available quests. When you've found one that suits your cttrrfent ■ 
interests, press © to begin “studying* the quest. . ^ ya w . 

Once a quest has been completed, the quest m I 


+ Hands of the Clock 

e Pray Before the Cross 

Build Your Strength l| 
Lost Page 
Almighty 


Wind s list will change to the color green. Press 
© over the finished quest to obtain your reward. 


Studying.,. 

I?— --— "—■—•— 1 - — m 

Pray before the cross in the 
church under the cover of 
l darkness. 


BREAKABLE WALLS 


There’ s an oversight within Wind’s quest menu that enables you to repeatedly duplicate the rewards given for completed 
quests. Pressing the Start Button exits the Quest Menu at any point, regardless of how deep you are into the menu* I his 
can be performed when a quest reward is being obtained, which causes Wind to give you the quest reward without actually 
flagging the quest as “comp leted". The result is the ability to repeatedly and indefinitely obtain the reward for the quest* 

* 

Process 

b Jlllecl the conditions needed to complete Quest. 

2* Speak to Wind and select the quest you want to complete. 

3. Press the © button twice, which should take you to the quest reward screen. 7 

4. Press the Start Button to exit the Quest Menu while Wind's reward is given to you. y . / 

5. After your reward Is obtained, speak to Wind again. The quest you technically should have completed isn't 
finished, and the reward may be obtained again. Repeat this sequence as many times as you desire. 


27 ? 
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QUEST REWARD DUPLICATION BUG 


Scattered throughout the game are a few false walls. These walls look like any 
other, hut there's a catch—hitting them with your weapon several times causes 
them to break, revealing kid den areas. These rooms often hide wondrous 
treasures that even the wealthiest of vampire hunters will appreciate* That being 
the case, its a healthy habit to swing at any suspicious looking walls you come 
across. But if that's too time consuming, simply look at the maps we’ve provided 
in this guide—all of the hidden areas have been reveale a for your convenience! 
The Eye for Decay headpiece, a rare drop from Peeping Eye, also allows you to 
see breakable walls for yourself* 
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The gold you earn throughout your adventure isn't just a trophy; 
only the Lest of equipment will do when it comes to vampire cleav¬ 
ing. Directly behind Winds chamber Is Vincent s shop—a makeshift 
store full of various performance enhancing items. I he merchandise 
included here ranges from healing potions to powerful weaponry. 

Your hard earned money is the only ticket to obtaining the glimmer¬ 
ing wares buried in Vincent's hags, so don't ignore a single penny dropped by your defeated foes. 

SHOP MENU 



Buy 

From here you can purchase one of Vincents current items* 1 he Stock window indicates how much of that item you 
currently have in your inventory, while “Gold" simply refers to the money you have on you. Pressing i or * on the directional 
pad cycles through the items. Press or - to increase the number of the item you want to buy. When you're ready to huy an 
item, press ©, then select “Ok” and press © once again. 

Sell 

This option allows you to sell the current items in your inventory Pressing i or * on the directional pad cycles through the 
items, while pressing ** or ■+ to increases the number of the item you want to sell (assuming you have several of them m stock). 
When you're ready to sell an item, press ©, then select “Yes" and press © once again. Keep in mind that not all of the items in 
your inventory can he sold—-some are far too unique to let them go, at any price. 

Item Display 

The Item Display option enables you determine which items you want to sell in “Shop Mode" Only four items can he up for 
sale at a time. The items selected appear in Loth the wireless and Wi-Fi versions of your shop* 

ITEM APPEARANCE___- 



Not all of the items behind Vincents counter reveal themselves in the beginning. More and more items become available as you 
progress through the game. Defeating bosses often triggers the appearance of new shop items. Others make an appearance after 
youVe earned “Points" through buying items in the in-game shop, or selling and buying items online through the Wi-Fi Shop 
Mode. The points you've earned can he viewed in the main menu to Vincent s shop by pressing tbe R Button (They 
appear on tbe bottom right corner of tbe screen). The following chart illustrates the percentage of points earned when selling and 
buying items, whether its online, with a 
nearby friend, or when playing the game 
alone. The percentages earned are based 
on the total price of the item, so if you huy 
the 800 gold Bl ank Boole i rom Vincent's 
shop, you gain 80 points (earning 10% 
of the total cost of the item). The "Shop 
Owner" refers to the person selling items 
through a Wi-Fi or wireless connection. 

VINCENT EASTER EGG 

Pressing and holding + on the directional pad lor approximately 6 seconds initiates a special pose with Charlotte or 
Jonathan. Performing this pose in front of Vincent causes a special audio conversation to occur. Four conversations exist 
in all; depending on which character you've controlling and whether or not their partner is summoned. Only one audio 
conversation can he initiated per room visit; so after hearing one, leave the room then re enter to start airotliei. 


PRICE AND POINT ALLOCATION CHART 


Shops in game 

Shops when fit Wi-Fi 

Shops when Wireless 

ITEM PRICE 

100% 

80% 

80% 

CUSTOMER’S POINTS 
WHEN BOUGHT 

+10% 

+10% 

+10% 

SHOP OWNER’S POINTS 

Hone 

+80% 

+40% 

SHOP OWNER'S PROFIT 

None 

+40% 

+40% 


A 


_ 




AVAILABLE 
AFTER STELLA'S 
DEFEAT 


AVAILABLE 
AFTER THE 
DEFEAT OF 
LORETTA AND 
STELLA 


AVAILABLE 

AFTER 

DULLAHAN'S 

DEFEAT 


AVAILABLE 
AFTER DEATH'S 
DEFEAT 


HIGH POTION 
HIGH TONIC 
CASTLE MAP 3 
KATAR 
LANCE 
BATTLE AXE 
EMERALD CORSET 
RUBY CORSET 
SAPPHIRE CORSET 
VIKING HELMET 
DIAMOND TIARA 
HIKING BOOTS 
OXFORDS 
WINGTIPS 
GLASS SHOES 
PRIMA SHOES 
PLATINUM CHAIN 
DIAMOND BROOCH 
DISCUS 
KUNIMITSU 
SPIRIT OF LIGHT 
DARK RIFT 


POTION 

TONIC 

ANTI-VENOM 
UNCURSE POTION 
CASTLE MAP 1 
BLANK BOOK 
KNIFE 

BRASS KNUCKLE 
TAILCOAT 
SUNGLASSES 
ENGINEER BOOTS 
STUDDED CHOKER 
PEARL RING 
MASTER RING 
FORGET-ME-NOT 
DART 
SHURIKEN 
ROCK RIOT 


GOLDEN AXE 
DIAMOND CORSET 
DALMATICA 
ARACHNE HENNIN 
SALAMANDER 


SILK NEGLIGEE 
FEATHER GEAR 
PALUDAMENTUM 
SPIKED MAIL 
MAGICAL TICKET 
HOLY CLAYMORE 
RECORD 5 


3000 

5000 

10000 

20000 

25000 

30000 

50000 


CASTLE MAP 2 
BASELARD 
JUSTAUCORPS 
COMBAT FATIGUES 
SILK HAT 
MOURNING VEIL 
COMBAT BOOTS 
SILENT SANDALS 
HOLY MANTLE 
YAGYU SHURIKEN 
KUNAI 


CINQUEDEA 
SARISSA 
VOULGE 
COTEHARDIE 
SAMURAI HELM 
TRAVELER'S HAT 
DIAMOND SHOES 
ELVENCAPE 
MOON BROOCH 
RAMPAGE 
EXPLOSION 
CHAIN LIGHTNING 


ITEMS UNLOCKED 
THROUGH POINTS 

ITEM 

[ POINTS NEEDED 

POWDERED MILK 

1000 

MIKO DRESS 

2000 
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CASH! ENTRANCE 


^jfour adventure starts just outside oftfiejfirmQUJ Home ofZDrtrcufa; a refentfe^ maxe 
of stone and/vermin that cJfaiuje# its shajja wit ft <eacft an(fevery incarnation. iHbre tfte 
ituan5f Jyti riest £°ujcentyreeisyo u W‘itff amaX-amant—safprisBiftt see su cffjirompte£f 
Hunters making an abearance ffefhre flint, vffter a fittersuaot in trosfu ctivn, jirvceetf 
c a si into) tffe s/facfbuy keey. 





OBJECTIVE CHECKLIST 


When you come lo a dosed bridge, drop down to find the Change Cube relic (Switch 
main player character with ©). lump onto and climb to the top of the platforms to 
your right. There's another blue cube floating above a grounded switch. Jump over to 
the item to gain the Cali Cube relic [Call partner with O. Press again to send partner 
away), Jonathan isn't heavy enough to press the switch ell the way down on his own, 
so press the 0 button where you're standing to summon Charlotte, With the both of 
you standing on the switch, the drawbridge lowers, and the entrance to the castle's 
innards is revealed. 


CEase 


This long corridor contains multiple pillars obstructing your 
path to tht exit. Each pillar has a sectional crack in It, which 
can bo hit with your woapon throe times to break and reveal 
an opening to jump through. After reaching the third pillar, a 
battered beast charges into the room. The objective is to quickly 
run east, while cutting through the weakened pillars to avoid 
being trampled by the monster behind you. Once you reach the 
end of the path, jump up to the top of the two nearby platforms 
and stay there until the Behemoth leaves the room. 


Ever-living Zombies make their first appearance in the caslle courtyard. It only takes 
h,o hits to bring them dawn, which shouldn't be a problem with Charlotte at your side. 
Plow through them and continue moving east until you find u room with a yellow book 
dbclly below you. Pick up and equip Tomb of Arms I for Charlotte, then go left and 
grnb ihe Short Sword (equip it now if you prefer faster, more damaging weapons). 
Drop dawn from the ledge and swing at the wall to your left three times to reveal a 
cut of Beef Jerky. Fallow the path east until you find your first Save Point, Save your 
game, then leave the roam and climb up to the northeast doorway. 


The next room over has an orange symbol floating on the right side of the screen. Grab 
it to obtain the Knife Subweapon, a fast projectile that hits twice for minor damage. 
Jump up to the northwest doer and enter inside. Travel west until you come to a tall 
statue with a green aura around it. 
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•MOVING THE STATUE 


Within this doorway lies Wind, a ghost with a 
troubled past whose soul is now bound to this 
castle* He offers support in the form of quests 
with useful rewards* Your first mission. Prepara¬ 
tions, is to purchase ct Potion and Castle Map 1 
from the shop keeper Vincent next door. After 
doing so, return to Wind to obtain the Lizard Tati 
relic (press ++© to perform a slide). While you're 
here, look through Vincent's other wares to see 
if you're interested in anything. Stray away from 
buying equipment for now, since you'll find plenty 
in the next area. An extra Potion or two couldn't 
hurt though, so purchase away! 


While there, un-summon Charlene, 
then press #+©. Charlotte should 
warp to the top of the statue with 
the word "Stay" above her. 


How, drop to your right and use 
Jonathon to push the statue to 
the left. 


When the sfaltie is in place, press © 
to switch your controlled character 
to Charlotte. Now that you're at the 
top of the pillar, jump to the neorby 
ledge to your right. Pick up the 
Raging Fire spell, then jump over to 
the ledge on your left. Move into the 
west doorway and follow the path. 


Jump up through the doorway above you. Defeat the Axe Armor inside and obtain the 
Rook of Spirits. Return to the Iasi room you were in and enter the southeast doorway 
in the room. 


Leave Wind and Vincent behind and jump on the blue glowing switch to your left. Now, 
make your way up to the doorway in the northwest comer of this room to reveal a Warp 
Point. Leave the room and head right. Drop down the platform when you get ta it ond 

■ move west to find a small 

gap that you can't run 
through. While facing ihe 
gap, press ++© to use 
the Lizard's Tail and slide 
through the hole. Move 
into the room neorby to 
enter your first paint¬ 
ing—the Cily of Haze. 




Whd 

If you can complete the tasks I 
give, only then uuill I help you. 


\ Book of Spirits ) A* 


Display the names of enemies (men 
you attack them. 


CflYOFMZE 

Wte "City off hue is tHe first ofnt anyjsain tings tHut you./ Hava to traverse tHrougH. iTfie enemies Here are far -more 
potent and/varied/tHan tHe ones in tHe "Castle Entrance. $iy close attention to tHe timing oftHeir attacks und/tHe 
t/wy nt&ve iireun/f toy at a^ee/jor tfia way enemies in Xja&tf&vania staye an 
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ITEM GHECKUST 





i GLOVER TIARA 

9 CREAM PIE 

17 SKILL CUBE 

25 VELVET RIBBON 

31 TUXEDO COAT 

2 KIRUE 

10 RUSH 

18 SALE FORCE 

26 MOONWALKERS 

32 ACROBAT CUBE 

3 LEATHER GUMS 

11 SANDALS 

19 MACE ' 

27 AXE 

33 NUN'S SHOES 

4 WHITE G0R3AQE 

12 LEATHER WHIP 

20 SUPPORT CUBE 

28 THICK GLASSES 

3H I00QQ 

5 LEATHER CORSET 

13 POTION 

21 CON ROOST 

29 MILICAN'S SWORD 

35 HOUPPELANDE 

8 CLAYMORE 

W ENAMEL P1NHEEL 

22 HEALING MAIL 

(TOAD MORPH 


7 QUEEN TEA CAKE 

IS HOLT THUNDER 

23 SACHERTORTE 

NEEDED) 


8 PAPER UR PUNE 

16 IOOOQ 

2U LONG SWORD 

30 CAPE 


i _ 




— =M 


^eatftZfijCasHi 


<$/ cfemott wBe flies a Bout, wearing tBeface c f a tfeatf Buman. 

J he Death Mash is only a threat when it starts to inhale cold air. 1 his is the starting phase to a spray 
attack that sh owers the screen with icy needles. Defeat the Death Mssli before it has a chance to 
initiate this attach. A quick blast from Charlottes Raging Fire and a single attack afterward should 
do the trick. 

I ffll™ 


m 


25 


. . : 


8 

















































































































r/n 

C'>J 


HERO'S CAFE . 4.83% 


CUTLASS . 3.45% 


c^styfisfx and sociaBfe demon wKo is quite attentive to tfie ladies* 

Approaching the flamboyant Zacchino with Jonathan causes him to attach with a lightning hist sword 
strike, which is his only form of offense, if you approach him with Charlotte, Zacchino kneels down 
and lovingly offers her a rose. Since he doesn’t bother attacking her, use Charlotte to tackle this 
fiend while you’re still getting used to dealing with enemies in Castlevania. 

On another note, Zacchino s rare drops are hoth worthy pieces of equipment at this stage in the 
game. The Heroes Cape has especially useful stats, and it can only he obtained from Zacchino. 


OBJECTIVE CHECKLIST 


POINT- 


POINT- 

2 


Head east and follow the path into a nearby building. Pick up and immediately equip 
itie Clover Tiara lying in this room. Climb the platforms up to the northeast doorway 
then continue following the path in the next room over. Pay no attention to the meet 

storage room in the northwest 
comer of the map, you can't 
do anything with it until you 
receive Wind's Super Sonic 
Punch quest. Equip the 
Leather Cuirass when you 
get it and continue onward. 


The floor in this area is fake. Use the Claymore found tn the northeast corner of the 
room and swing at it three Times to break it. After dropping to the bottom of the new 
area, defeat the Student Witch, and attack the wall to your right to reveal another 
hidden room. Enter the room and grab the Paper Airplane, then leave the room and 

check out the left area that 
you passed earlier. Defeat the 
Skeleton Bor tender a id obtain 
the Cream Pie Subweapan. 
When you r re finished, climb 
bock up to where you brake 
the floor, then go east to find 
your first Dual Crash: Rush. 


tundras 


HP 

70 

ATK 

14 

H 

El® 

BIKER'S JACKET. 

.... 8.28% 

FALCHION. 


...6.90% 


demon w/to rides a Woandcarries a jdaminy sword 

The demon Andras sports a hefty amount of HP when you first run into him. Unfortunately to 
he’s quickly dealt with hy casting Charlottes fully powered Raging Fire (press t+O then hold button 
until k ar is full and flashing). He just so happens to drop two extremely powerful items, making it 
worth ihe time to repeatedly hunt him. Specifically, the Biker’s Jacket, which raises many of 
key statistics several points. Retreat to the Save Point directly to the east of first location you find 
in if you run low on MR 


tiaccftinc 



Equip the Sandals you find, then continue onward. You'll eventually end up outside 
again on a street infested with Zombies. If you're interested in getting started with fill- 
1 S3 ing out your enemy list, a rare 

creature named the "Wight" 
can be summoned here if you 
kill oil of the Zombies in the 
b i . y area. Whether you kill him or 

nof, [)ror.eed east i nto the next 
| building. 


The cash register found in the hidden room in 
Point 3 opens when it's hit with a weapon. 
The register stays open until money Is dropped 
into it which can only be done by destroying 
the lantern directly above the register and hop¬ 
ing for coins to drop out of it. When enough 
money is dropped into the register in this man¬ 
ner, a dessert rises out of the table, which 
can be taken and consumed. Several different 
sweets can be obtained here if you drop enough 
money in* These items include the Wheat Roll, 
Sachertorte, Wlille-feuille, NY Cheesecake, Tarfe 
au Poire. Unfortunately, the final two cakes 
require a ton of money to obtain, so if the going 
gets tough, come back here later with the Gold 
Ring [dropped front Gold Skeletons in the nest 
of evil) to increase the amount of money that 
drops from the lamp above. 


Pick up the Leather Whip, but don’t bother equipping it yet, your Claymore is more 
useful to you ot the moment. Continue heading east and ignore the path leading south. 


Use the Save Point to regain your HP end MP, then travel east to the mine cart and lever. 
Use the Stay function to place one of your characters into the mine cart and move your 
other character next to the nearby lever Press the attack button to hit the switch, then 
immediately press © to switch over to the character in the mine cart. The mine cart 

should carry you across the 
room, destroying the har¬ 
rier at the end. When you 
arrive at your destination, 
go north lo grab the Gale 
Force spell and a WUtce, 
then backtrack down and 
start heading east again. 


SnARjd 



































































































There's a hidden room here that's veiled by another false wall. Swing at the roof with 
your Claymore three times to reveal the path. The Urn's Shoes inside are a fitting 
pair for Charlotte, They're also needed for a quest later ("Holy Appearance" refer to 
Chapter 5). When finished, continue following the path until you find a Save Point. Save 
your game and travel forward to eventually find the boss of the area. 


■■ : XlKtXiXl 


• T SefieadbcfhtUfit *r/m carrier /Tis sevoretf heiuT. 


Just as you enter this fight, remove your Claymore and equip the Leather Whip 
that you picked up earlier in this area. Move in and repeatedly attack Etullahan 
from the absolute tip of your attaiking distance. 

He has four major attacks to look out for while you're assaulting him. The first 
is a forward lame thrust, which is avoided by standing in place. You may have to 
Backdash if you're a little to dose to him to avoid running into his knee. 

The second is a flying lance dive, which summons o series of blades out of the 
ground once he hits the floor. This is avoided by using the lizard's Tail U+0) to 
slide under him when he leaps into the air. 

His third attack is initiated when Dullahan attaches his head to his body. A series 
of homing projectiles fly towards you. These can be evaded by moving away from 
your current location just before the bolt hits. 

His final attack occurs immediately after his third, throwing his head across the 
screen while a bunch of small bullets spiral away from it. Avoid the projectiles 
by staying grounded and watching the trajectory of the bullets. If there's ever a 
point where a few shots can't he avoided, use your whip to hit and negate them 
(the whip covers the area just above Jonathan's head). 

All of the aforementioned attacks have heavy recovery periods. Use these 
windows of weakness to assault him with rapid whip strikes and walk away 
victorious. 


HP 

EXP 

600 

500 

m 

DEF ! 

20 

o J 


kl 








ITEM CHECKLIST 


I ho room west of Dullaban's quarters contains the Acrobat Cube, a relic that enables 
you to bounce off of your partner's shoulders (jump near ihe top of your partner, then 
press 0). Continue on to the next room over and swing at the floor jus! as you enter 
with your Claymore to uncover a hidden room. Ornb and equip the Tuxetfo Coat, then 
jump out of the room ond proceed west. Use the Acrobat Cube ability to jump over the 
lull west wall Climb up to the northwest corner of the room ond enter the doorway to 
obtain the Thick Glasses, Leave the room and use the f bating pads to jump to the 
northeast end of the room. Use the acrobat technique once again to jump up to the 
ledge with the Cape on It. When finished, exit the room through the southwest exit. 


Move west until you come to o path leading south then take it to grab on Axe. Leave 
the roam and make your way north. When you reach another tall room, check both 
the northeast and northwest corners to find a Velvet Ribbon and a Long Sword. 
Exit out the southwest corridor and walk that direction until you're outside again. Grab 
the Push Cube, then move the carriage by moving Jonathon against it and summon¬ 
ing Charlotte. With the path cleared far later use, ignore it for now and go west. Plow 
through the two Andras ond the stream of Axe Armors to receive the CON Boast spell. 
With that finished, head back to the nearest Warp Room (remember the carriage you 
pushed?) and make your way back to Wind. 
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^OBJECTIVE CHECKLIST 


Return to the Whip Skill 1 relic you couldn't get to before, Sove your game m the 
southeast mom below you. When finished, use the Acrobat Cube's ability to jump up to 
the cube. Continue east, picking up the Spear you come across. The white door above 
you leads to a fight with Behemoth, so if you're ready to rumble, step Inside. 


Wind is now ready to start giving you quests. 
The first is the Super Sonic Punch mission, which 
is done inside the City of Haze. A room in the 
top left corner of the map has meat hanging off 
of its walls. Remove your weapon and punch 
the meat with your bare hands to receive the 
requested Ground Meat. Take It hack to Wind to 
receive the Bullet Punch weapon. 

Check back with Wind every time you finish a 
stage for new quests that may be available. 
When a new mission that strikes your fancy 
appears, refer to the Guest section of this guide 
(Chapter 5) for more details. 
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Beast wfio refieffetf a 
ijk l9 even ajfer it Was fiiffedT 

Q P The wretched beast that pursued you before is bock, and he means business. As 
the match starts, move dose to the Behemoth and start taking stabs at him with 
45 the Spear that you picked up earlier. Dismiss Charlotte to keep her out of harms 
way, only summoning her on occasion to use Raging Fire. Camel your attacks into 
j^| JJ jj a Bachdash to make quick retreats if he ever moves too dose to you. 

The Behemoth initiates a charging attack every time he grinds his hoof twice. 

" Whenever you see him wind up for it, retreat to one of the ledges at either end 

of the stage and jump on top of it. As he charges toward your location, use the 
ledge to jump over him when he's dose. He has a second leaping attack with 
a wind up that looks similar to the charge. If he ever grinds his foot only once 
(while lifting his head), stay near him and use the Lizard's Tail to slide under 
him as he leaps over you. After either attach. Behemoth leaves the screen. He 
enters the room again charging—from the end of the screen he (eft. Keep your 
distance and run away from him until he makes a stop, then continue your attack 
(switch over to Charlotte and use a fully powered Raging Fire, then switch back 
to Jonathan). 

Being the .Vr ^ ***-• i jqpF. \ \~* s**n*w«. 

resourceful VV " 

monstrosity 
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Afler the Behemoth's fall, exit the room and go south (ignore the east path as it's 
blocked at the moment). There's a hidden room just below the mauled steel bars. Swing 
at the left wall three times to reveal the path to the Combat Knife. When you have the 
knife, continue going south and enter the left door. 


3 ITOTIR 



tme 


esistant to 


L*t I iBO p (iysic a f attaches. 

The Slime is highly resistant to physical attacks. Use Charlottes Raging Fire to quickly dispatch of 
the fiend without taking any damage in return. 


xomSie tfrayon* $t lost its ntay\ 
minef/ess/y -violent . 

This sucker only appears once in tliis dungeon (nea 
stages after his defeat (M ermen take Ills place upon 
still 1 ias plenty a f fight left in him, dealing 40+ dar 
lotte and assault him with fully powered Raging Fir 
Jonathan to hack ike damage up with two-handed s 1 
possible, if you're lucky, you may end up witk one ol 


his power 


! OBJECTIVE CHECKLIST 


The wooden platforms in this area rotate just os you land on 
them, causing you to fall immediately. In order to use them as a 
means to get to higher places, jump off of the platforms immedi¬ 
ately after landing on them to ensure that you don't fall 


QLADIU3. 

.6.90% 

ZWEIHANDER. 

__5.52% 






























































































































Backtrack, head up to the nearby Save Paint and save your game, then proceed down 
the shaft. Open op the Warp Point at the bottom. Start traveling east and continue 
heading that direction until you reach a dead end with a pipe in Iron! o( you. Swing nf 
the pipe to reveal a Boiled Starfish, then leap up the platform behind you and trove! 
north. When you reach a path split, go east to find □ Bandana, backtrack, and go west, 
Maintain this heading until you find the Ice Fang spell, then swing at the floor here 
with your Claymore to reveal a hidden room containing a AftP Max Up. Leave the 
room and continue moving north, grabbing the Copper Plate along the way. 


The Golem that greets you at the entrance to this dungeon only has two attacks, one of 
which completely misses you if you're grounded (the punch). His three-way projectile 
attack can be nullified by swinging at the shots with your weapon. Use a few bursts of 
Raging Fire to hum the monster to rubble, then make your way southwest until you 
reach a road split (a door on each side of you). lake the west path to eventually find 
Jonathan's Offensive Form ability. Backtrack to the east path ond follow it until you 
come to another road split Both paths eventually lead to the some ploce, but both have 
a different item in it worth getting. Go north first, which leads to a long hallway with a 
hidden room right smack in the middle of it (hit the floor with a Claymore three times to 
get a HP Max Up), The Frozen Shades in this area are extremely weak to Charlotte's 
Raging Fire, so use It at close range to make quick work of them. When you reach the 


named the Invisible Man makes his first appearance here (or doesn't, depending on 
how you look at it). Deal with him by attacking him early, white he's dropping his 
clothes on the ground. If he manages to turn invisible before you beat him, pay dose 
attention to the distortion he creates onscreen to find him. When you've made the Invis¬ 
ible Man permanently invisible, travel west to obtain a Cestus, 


11 1 1 
i i , 4 

1 * i 1 

Ft 

n r 



































































































one 


TTfte counts demonic maiif. 

^fte seems to itave fouj/it a new vacuum cleaner 

The maids here named “Persephone* are vacuuming Dracula s filthy castle (possibly t 
over shards from the many wine gi asses Drnc has thrown around over the years), if th 
nozzle touches your character they !! become temporarily frozen* 1 his basically d 
but leave you at the mercy to any other enemies that may he around* After you re 
maids put the vacuum down and enter a martial arts stance. 1 hey have a variety ol puncJ 
hide attacks at their disposal, hut none of them have the range needed to hit you when y^ 
using a spear or whip from a distance. Repeatedly attack Persephone as she s charging yo 

ie can enter her deadly stance! 


dean. 


ore sJ 


lie vacuum cleaner 


OBIECTIVE CHECKLIST 


After clearing the Buried Chamber, go east. When you see an opportunity to go south, 
take It to find o save point and the Don Quixote book (or Charlotte (your first book 

that deals fire elemen- 

Ml i Keremet awaits you la 
nU the east. So save your 

I gome and propajo io 
§1 rumble, 


One of the later sections of the Great Stairway 
has Skull Archers and Lerajie patrolling an area 
with three floors. The east end of the second 
floor has a weak structure, causing a small 
section of it to collapse (which is triggered 
by walking over the area repeatedly)* After 
the collapse, the right corner of the remaining 
bridge can be hit with a weapon three times to 
reveal a Bathrobe* 


After Keremefs defeat, continue heading east to find ihe Stone of Flight (Double- 
jump in midair; press €) after your initial jump). Use the new ability to jump up to the 
platform high above you, then start moving east again (grab the Partisan at the top 
of this area before leaving). Ignore the path leading north and continue going east. Pick 

mU up the Man's Habit head 
I piece at ihe bottom left 
■ corner of ihis room, then 
I leave the area through 
ihe southeast corridor. 
The next area has a Save 
Point, Warp Point, and a 
I painting ihat leads to the 
I Sandy Grave area. 


fmon that fives in sm 


enefosetf, 


into the pot while Keremet is inside to begin pushing it to the enst. Summon your 
partner to help push the pot until it's next to the two platforms on the east side of 
the room. Jump over the pot with Jonathan and (limb to the highest platform and 
turn to the left. Charlotte should stay directly next to the pot and begin to atta(k 
it. Keremet eventually answers the (hallenge and reveals himself; however, he'll 
be fating Charlotte's direition. With his batk turned to Jonathan, you're now free 
to attnik Keremet without the threat of taking direct damage. 

Pay no attention to Ihe slimes that dose in an Charlotte's lomtion, Ihe MP damage 
is relatively minor (nor do you need MP for this fight). If Keremet begins to fire 
bolts that rain down towards Charlotte's location, press the 0 button to dismiss 
her, so she <an avoid the attack. Reposition Charlotte back to where she was 

after Keremet . - r - ■ , , , , - 

retreats into his “ —— A 1M = — .— i V JJ ] ... . . 

pot, and repeat _ jgA* ■ 

the process until ^ ft J «ti 

he is destroyed. ^ 


FRILLY CAMISOLE. 

_5.52% 

PUDDING BUCKET. 

_2.76% 



































































Jffe sccrcffinj desert* oftfw "Sandy Throve feature your first 
invincifsfe enemy, iffe M^dS0/eton. Wfese creatures cannot 
Seyermanentfy defeated at tffisyoint in tfwjame (a weapon 
calledtfie %£ndeadj^Jffer can destroy tffem, Hut it isn t 
avaifaHfe untiflater). Attack t£em once so tffeyfaff over 
tfwn use tfteir moment ofjnissivity to move ffeyondtftem. 

Wfis seyntent oftffe mif&BroujB o nfy covers tffe ujrjwr (faff 
oft fie (Sandy ffrave, dfffe fovfer ffaff contains a .rpefftffat 
cannot ffe obtained yet* Wfe smaffportion the area tffats feft 
unevepforedis covered fitter in tftisjuide. 


SANDY GRAVE 


$ 


* 


f| Tjrcsstcif wwtor 


SILVER PUTE... 

.i|J4% 

CROSSBOW... 

....2.76% 


^ armoretf warricr e^uiffetf WitB a crossEvW an <£e&yifc duty Bofts* 

The Crosstow Armor periodically releases a grenade powered crosstow 
shot, which detonates in a burst of flames whenever it mates contact 
with something. Its possible to deflect the shot just as it Is launched at 
you, causing it to hit the Crossbow Armor for over 100 damage. 

It's worth noting that the Crosshow Armor's Silver Plate rare drop is worth hunting. It increases your 
DEP 8 points more than the Tuxedo Coat, which is a huge leap in DEF. if obtained now, you wont need 
another piece of armor for a long while. 






LONQ SPEAR .. 9.66% 


JAVELIN . B.28% 


OBJECTIVE CHECKLIST 


- POINT - 

3 

Continue traveling east, past ihe large rectangular room swarming with Rad Skeletons, 
When you end up outside ogam, eliminate the Sand Worm and (orpseweed with Raging 
Fire to dear the path to the Bahg Nahk. Go west hack to the triangular room and 
use the Acrobat Cube and double-jump abilities to reach the Buwaka Kmfe in the 
northeast corner of the room. Exit through the northwest corridor and keep heading 
that direction. Devil Wheels mil down the roams with steep hills at an alarming speed, 
so take caution when walking up the hill and jump when you see him rolling towards 
you. After walking up the two rooms with inclines, the next room over contains spike 
cylinders that drop from the ceiling. Enter the room slowly, and then walk past the 
cylinders just after they begin to rise to the roof after dropping. After passing the room, 
save your game at the nearby Save faint then continue moving west. 


PO 


NT- 


Move east, plowing through the many Mummies that obstruct your path. When you ar¬ 
rive at the Sand Warm, cast a fully powered Raging Fire a couple of times to kill it with 

ease. Once it's gone, stand 
inside the sand pit that was 
birthed la eventually fall into 
o secret room with a HP Max 
Up inside. Leave ihe room and 
continue east until you find 
the Steel Whip, then jump 
up and save your game at the 
nearby Save Point. 


POINT- 


i<u oast, ignoring the first path leading south that you come across. As you reach o 
room with spiked boards hanging from the roof, proceed with caution. Walking under 
the spikes triggers the boards to fall. To pass them safely, take o few steps under It to 
f trigger the fall, then immediately move out from under the hoard ta avoid colliding with 
It After it hits the ground, double-jump over it before it starts to lift into the air again. 
Ihe next room over contains several Armor Knights ond a few stacks of Bone Pillars, 
(heck the comers oF ihe room for the Clear Skies spell and 20O0G. The next room 
. h another set of spike traps and a path leading south. Take it and move west when 

you come to a path split. The 
square roam nt ihe end of 
this path has 20O0G and the 
1/000 Btades Dual Crush 
ability. Leave the room then 
make a stop in the room to 
your east, A Mimic is defend¬ 
ing a High Potion at the 
top of this roam. Defeat it to 
safely obtain the item. 


rmcr T\^ntyi 

(Pfcn armored \zomBie Warrior wfto carries a sfear. 

The Armor Knight's rare drops are incredibly useful to you this early in the game. The Long Spear 
is a devastatingly powerful weapon that's almost double the strength of the majority of the weapons 
you have now. In addition to this, obtaining and mastering the Subweapon ^Javelin" is essential to 
co in pleting W ind's * 1 he Spear of Legend” quest. Both drops are somewhat frequent, so they aren't 
difficult to obtain. Get them as soon as possible. 
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Elgiza, a giant Egyptian statue, must he defeated to safely reach the nearby Worp Point. 
Use jumping attacks to strike at both his arms and head, using a Backdosb on occasion 
when he tries to swing at you. Holy Lightning deals a massive amount of damage to the 
beust, so use il if you hove the MP to spare. Once he's dealt wilb, pass ihe Warp Point 
room then move north after reaching the large rectangular roam. The next room up 
holds a massive wall of Bone Pillars, which are defending the path to the Steel Baft 
Subwoapon. Use Charlotte's a few bursts af a fully powered Raging Fire from a distance 
(o ilnloat ihe deadly lower. Continue north until you see a corridor leading east^riien 

for the fight to come. 


This area yields several spawning points for Ghosts, De¬ 
feating all of the Ghosts in the area triggers a new type 
of enemy to spawn called the Great Ghost. Although 
he doesn't drop anything useful, the Great Ghost's de¬ 
feat is needed for Wind's "Ghosts of the Desert" quest. 
Even if the quest isn't activated yet (it should make 
an appearance just after completing the Sandy Grave), 
the Great Ghost's death still counts towards the quest 
when you do start it. The reward for the quest is the 
Bible Subweapon, which is easily one of the better Sub- 
weapons available* 


The pit in front of the Amphisbaena loads to a pair of Royal 
Sandals, which is an exceptional piece of footwear for Charlotte. 
The drawback to obtaining this item is that you can't return 
to the area you dropped from, you have to loop back around 
through the left side of the map again. It's recommended that 
you go to the Warp Point at the northeast corner of the map 
first, then go back to the pit loading to the Royal Sandals, Use 
the Warp Point to the east of the bottom of the shaft to return 
to the area near Astarte.* 


After Astnrte meets her end, go west out of her room and fallow the path. The Strength 
Glove relic uwoits you at ihe end, enabling you to push some of the heavier blocks 

that you couldn't before. 
■ With that in htmd, find the 

I neorest Warp Point and tele- 
H I port yourself to the entrance 

I to of the Sandy Grave. Go 
J west cmd leave the dungeon. 


irre&i&tiEfe Eeaut 


tvC Woman o 


man can 


Astarte has many projectile attacks at her disposal, like a green lightning attack, 
and a tornado attack that fires forward. The lightning attack is avoided by moving 
away from tier as it starts. The tornado move can be avoided by double jumping 
vertically. 

Both of these maneuvers are relatively tame when compared to her most dangerous 
ability, which is a spray of heart-shaped projectiles that charm Jonathan—placing a 
curse on him that removes him from your control During this period he focuses his 
attacks on Charlotte, which can be devastating to your assault because of Jonathan's 
dreadfully strong physical attacks. What's worse is Astarte's amazing resilience 
against magical attacks, which makes Charlotte's spells useless against her. 

Avoid her Charm attack by double jumping over the spray of bullets just as they fly 
towards you. If you fail, and Jonathan becomes charmed, you have no choice hut to 
attack him until he kneels over, in which case Jonathan becomes playable again after 
a little time passes. 

Avoiding her attacks, however, may not be necessary. The 1,000 Blades Dual Crush 
absolutely massacres Astarte's HP. When performed from as far away as possible 
(with Jonathan dismissed to avoid the threat of Charm), Astarte rarely reaches you 
in time to step the barrage of blades. After landing the first set of knives, avoid 
Astarte until your ability to do a Dual Crush is up again, then create some distance 
and initiate it once more to end the fight with ease. 

If something goes wrong, and you don't have Ihe JVIP to use 1,000 Blades, rely on 
Jonathan's physical attacks to end the fight. The Long Spear or the Steel Whip deal 
plenty of damage 

only thing you 

need to look out 4-^ 

for is Charm, ! , 4 i 

which leaves you ^ 

crippled if she Qf *; [re 

manages to hit _.... * L\y ; 

Jonathan with 7t, L 


HP 

' EXP 

SP 

1500 

3000 

50 

AIK 

DEF 

MND 

48 
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50 


































































^Vn enc ft anting demon wd o de/udes fter victims 
ltd mystifying Beauty, 

:ew enemies tbat li as the ability to in flict both poison (punch attach) and curse (a 
delicate kiss) on her victims. Fortunately for you, she doesn't attach often, giving you ample time to 
eliminate her before she has time to attach. Move into range and use quick attach combos (attach ^ 
Bach dash ^ attach) with a sword or whip to deal with her efficiently. 


h is one oJ 


OBJECTIVE CHECKLIST 


.After teleporting back to the Great Stairwell, travel north and take llie northern path 
you passed by earlier in this area. When you reach a road split, lake the east path and 
follow it until you find Goggles, Directly ta the right of the Goggles is a breakable 
wall. Tear if down to reveal o room holding the Axe Bomber Dual Crush. Grab the 
^ggH|item and backtrack to the road 

H split and go west. Obtain the 
1 fvttND Boost spoil and meskes 
your way over to the Warp 
I Point u few i corns over. When 
_ BgS you reach a road split, take 

the west path. 


The Poncho, Potion, and Tonic are reached using acrobat and do able-jump. Pick up 
the STR Boost and Tomb of Arms 2 before exiting the areo through the northwest 
corridor. After a single empty hallway, the next room over has a two doorways, one 
leading west, and the other going north. Take the north path to the top of the tower to 
find a Sequined Dress, then backtrack to the road split and go down the west path. 
After crossing a bridge that connects to another tower, go into the northern gap in 
the roof. This area contains a Warp Poinl, Save Point, and the portal to the Nation of 


erffcn armor e(B warrior w/to 


ITEM CHECKLIST 





















































































































OBJECTIVE CHECKLIST 


Using ifie Acrobat Cube and double-jump ability, go north from here and obtain the 
Laurel B ranch. Drop down to ihe previous room and take ihe east bridge over to 
ihe next tower. Go to the southwest corner of the room and attack the wall there three 
times to reveal a hidden room containing an MP Max Up. Relurn to the previous room 
and proceed east to eventually find the Knee Strike ability for Jonathan. Exit back to 
the main tower and go north. At the northwest corner of the room is a block. Summon 
your partner to help you push it to the left a bit, then use it to double jump up 1o the 
hole In the roof. Inside lies the Nebula, o powerful whip weapon that homes in on 

■ your enemy's location. From 

here, relurn to the previous 
room and take the east bridge 
over to the tower in the Greal 
Stairway. Make your way back 
to ihe warp that leads to the 
Nation of Fools and enter the 
painting. 


A few new quests should be available, specifically the 
"Ghosts of the Desert", "Defender of the Stairs", 
"Overcame the Curse", and "The Spinning Art" quests. 
The Ghosts of the Desert quest should be almost com¬ 
pleted by now if you killed the aforementioned Great 
Ghost in the Sandy Grave, along with the Spinning Art 
quest that can be done at any time. The Defender of 
the Stairs quest should also be finished if you killed 10 
Hill Guards. 


Ihe southwest section of the Great Stairway hasn't been 
covered yet, nor does it really need to be. Bat, if you're 
interested in exploring the entire map for a few extra 
items go here to open a few closed paths to gain the 
following Items (HP Max up, Monocle, Uncurse Potion, 
and a Jade Corset). 



NfflOH OF FOOLS 


ffliis dunyeons f0^3 is at the center ofevery tiling, 
whir, ftis re a die dBy circfiny around to tfie top of 
ifie map andfieadiny Soutff, fjts p ossifffe to circfe 
around from eitffer tfie cast or west, so you If 
fiave to headBacffandcover tfie opposite side o f 
tfie m aj: toyet tfie rest ofthe i n ajiji e i' cert tup o and 
any items you miss. 

fJh eymxity in tfie area seems to he erratic, 
iny enemies to waff on waffs and per form various 
feats tfiat a rent normally possifffe* c/o deaf witft 
tfnsyjroffem, etpiiji tfie ffedufa whijsyou found 
carfier to defeat enemies tfiat may ffe difficult to 
hit normally. 




























































































































OBJECTIVE CHECKLIST 



nttcr 


After entering the Nation of Fools, move cost. The path immediately turns west and 
lends to a Warp Point. Go north after opening the warp and follow the corridor east (ig¬ 
nore the path going north to the center of the map). Save your game at the Save Point 
that you pass along the way. The first room that lends outside has a few Armor Knights 
defending if. Defeat them repeatedly if you haven't obtained a Lang Spear yet (which 
is a powerful weapon even at this point in the gome). Be cautious when walking under 
or over Armor Knights that are on a different floor, they can ottack through the floor 
with an extended spear strike. The next room over has o Silk Hot and a Dancer's 
Blouse, both of which are worth equipping now. Continue following the path until you 
run into a Save Point, 


eft sinister caj>e-c. 
ft is su'd refs. 

The Flying Armor drops an exceedingly rare weapon called Heavens Sword. If o 
I leaven's Sword is a devastatingly powerful long-range weapon that throws a sin £ 
forward. This weapon hits twice, once as it’s flying forward, and another time as i 
to Jonathan* Using Backdash canceling, its possible to throw two swords out ver 
the fastest hitting, long-range weapon aval la hie, 1 here s even a trick that enables 
of them In rapid succession* Perform a very short jump (tap 0 as lightly as possi 
sword just before you hit the ground* When you land, throw another sword and e 
Backdash. The second the Backdash starts to animate, press © to throw yet ano’ 


tire 


ier sworf 


Severn) sections of this world nre defended by two different 
types of traps. The first is a ring with fiery skulls rotating 
around it. There are two gaps in each ring. These gaps are your 
only windows to pass through the ring unharmed. The second 
trap is a giant swinging blade, which must be passed when it's 
at the peak of its eastern or western swing. Pay close attention 
to the timing of each trap and pass through them when there 
is an opening. Don't try to rush through them, since both traps 
deal massive damage if they hit you successfully. 


ev/lt 


ay parties, 


'rous cJoivn 


Clown holds one of the cards needs d for Wind’s “The Gam] 
bL Even still, it’s worth getting started on the quest now, espi 
i drop rate. When it comes to defeating him, assault him wit 
cards above his head, Stay still until he th rows the car ds, th 
,d the shot. Continue heating on him when he returns to jug 


h isn’t even 


Obtain the HP Max Up and go north through the path above you, or the one to the 
east. Both lead to fhe same plate, though you’ll want to cover both i( you want to 
complete the map percentage for this area. When you get to the 2000 Gold, move 
west until you find a path leading south and take it until you find an MP Max Up. 
From here, backtrack a little until you find a corridor going north. When you reach ihe 
room containing the High Tonic and Hero Boots, pay dose attention to the third floor 
of this room. When moving in from ihe east, you should pass an upside down swinging 
blade* Directly to the left of that blade is a white piece of wall hanging off of a path 
leading north. Use your weapon to hit ihe left corner of that wall three times to reveal a 
breakable wall, Vour prize is Caviar, one of ihe world’s three great delicacies* 


HP 

EXP 

SP 

112 

163 


ATK 

" DEF 

MNP 

30 

0 

o 

HEAVEN'S SWORD. 

.£.76% 


JOKER. 

.7.59% 

HAMBURGER. 

.6.21% 
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You con 1 ! obtain the Mystic Veil just yet (the Frag Morph spell is needed), so pass 
through this room. When you come to o path going south, take it. The next room 
down has a breakable waif at the left end of the room. Inside lies the Touch & Pop, 
a popular candy from a few years ago. Go north up to the previous room and proceed 
west until you find a Warp Point. With that unlocked, go back east and find a path 
lending south. You'll eventually find a long shaft leading to the center of the mop. Drop 
down carefully, since it's protected by swinging blades. Wait until a blade has swung to 
the eust or west enough to safely drop on to the pad the blade is connected to. When 
the blade swings out of your way again, drop off of the pad to the slanted wall below. 
When you reach the bottom, save your game at the nearby Save Point and prepare 
yourself for a fight. 


Although it isn't necessary to cover the left side of the 
map to complete the stage, you may want to do so for 
a few extra items and a complete map percentage. The 
remainder of the Hem locations and enemies are straight 
abend, so refer to the map provided when needed. 


After the Nation of Fools has been completed. Wind offers four new guests 
for you to tackle. One of these guests is labeled "The Statue's Tear", which 
is actually completed within the Nation of Fools (refer to the point location). 
To finish the mission, simply press up at the statue of the Virgin Mary. Take 
the Statue's Tear aitd give It to Wind to finish the quest. 


zj man 


UD F Y P D p At the bottom of Legion's chamber lies a Cog. Pick it up to initiate the fight. Once 1 

nr LA I Of summoned, legion drops countless numbers of bodies onto the stage floor. These 

! aaqq flOnfl Sn beings easily dispatched with a single swing of your weapon. However, don't 

I ZUUU j HUUU J JU bother concentrating your attack on these fiends. Instead, immediately hop over to 

m nrr H U n 0116 Hie floating platforms at Legion's side. Outside of spells, Jonathan's Nebula 

U L L M N U Whip is the only normal weapon that can reach the ball of cadavers from this distance, 

_ . I A A so use it repeatedly until Legion's center reveals itself. 

51 0:0 

Once you're able to see Legion's core, swap over to Charlotte and start using repeated 
Level 2 Raging Fires. If one of Legion's tentacles opens while you're In the middle of casting a spell, press l+O to cancel 
Charlotte's casting animation and drop through the platform you're on—avoiding the incoming laser blast. 


ITEM CHECKLIST 


1 TAUNT 

2 HALBERD 
3115 HELM 
q SLICK BOOTS 

5 BREAKABLE WILL "TASTY MEAT' 


HP 

EXP 

SP 

2000 

4000 

50 

ATK 

DEF 

MND 
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r fer t£)cIf 

‘P%, cuts etf doff t fiat wanders in searcft cj'fivinj jfesfi. 


The Killer Doll doesn’t have any one single attach. Instead, tonchmg the doll curses your 
Equip the Charm Necklace, if you're worried about losing your MP, which eliminates the Curse 
altogether* 


OBTECTIVE CHECKLIST 


POINT- 

2 


Warp over to the northeast Warp Point in the Great Stairway. Climb up the nearby plat¬ 
forms going north, then make a turn east when you reach the long hallway. Continue 
heading that direction until you find a room with a glowing green panel connected to a 
nearby wall. With your partner's assistance, push the panel to the left until it passes the 
latch on the floor. Jump through the hole above you, go through the red 
left, and enter the Tower of Death. 


Move east until you find a path going north. The wall here is hiding a piece of Tasty 
Meat. Attack it three times to reveal the meat then proceed north. The platforms that 
rotate as you jump an them must he jumped off of the second you land on them. Hop 
from platform to platform as fast as possible to climb up the shaft. Save 


PO 


NT 



.cretta s t u 7 / / sisten $ h e s a sAif/eif sue r<£m usic r. 


The sword wielding Stella has a fan of hard-hitting projectile attacks that engulf 
the screen. Her most often used technique is her "Hurricane" attack, which is a 
green projectile that flies horizontally across the room. If she's fairly high in the 
air when she launches the attack, crouch fo avoid the shot. If she's anywhere 
near the ground, a quick Lizard's Tail (*+©) is short enough to slide under the 
projectile. 

Stella also performs the ^furious Wave" on occasion, which is a green hurst of 
energy that travels along the ground. This attack is avoided by double-jumping 
over it. Stella is completely open after she launches this projectile, so jump 
towards her and initiate an attack afterwards. 

When her Hit Points are low, Stella begins using the Crescent Moon ability. This 
technique summons several stationary projectiles at various places in the arena. 
The projectiles eventually begin to move towards your position, all the while 
Stella is free to move and perform other attacks. Pay close attention to the 
positioning of each projectile and move yourself to locations with enough room 
to move around and dodge the incoming blasts. If a few of the moons are low to 
the ground, use the Lizard's Tail to slide under them. 

> wer-wtr lump and repeatedly attack Stella whenever she isn't using one 

, . „ ... of her abilities. Don't bother using Charlotte's spells against 

her, since she often teleports to safety whenever one is cast, 
instead, save your MP for the Holy Lightning Dual Crush, which 
—inflicts massive damage to her. 
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POINT- 

3 

After defecting Stella, walk west to find a group of gears that ore missing an important 
component. After the Cog you found in the Notion of Fools is placed in the gap, the 
wall in front of you opens, leading to o room with two motorcycles inside. 


Cog is inserted. 

LM fHfr-T MV win— 


* 

*i 


EXTREME MOTORCYCLE SWAPPING 


! 

ii 


Dismiss your partner if he or she is 
currently onscreen. Jump on top of 
the bottom motorcycle and press 
++© to summon your partner on 
top of the motorcycle with the "Stay" 
command 


; 



Press © yet again to switch to your 
lower character once more. Press 
t again to crouch under another 
lowered ledge. 












Jump over to the lop motorcycle, 
which mokes it start moving. Press 
the © button to switch to your 
bottom character, then immediately 
crouch with them. 



Finally, switch over to your top 
character. An elevated ledge should 
be dosing in on your location. When 
you see it get close, perform a very 
short jump [tap ■©) to barely dear 
the ledge and land back on the 
motorcycle again. 




SUCK BOOTS 

There's a breakable wall on the roof of the room 
with the motorcycles inside. It's roughly in the 
middle of the area. Inside lies the Slick Boots, 
a pair of footwear that increases the distance 
that your Lizard Tail ability travels. 


POINT 

q 


there's a Halberd planted between the moving elevators (near the top of the tower). 
Near the middle of the tower is a breakable wall, which hides o room holding a Viking 
Helm, Attack the left wall three limes to reveal the room. When you reach the top of the 
tower, jump into the northern doorway and kill the monsters Inside to obtain Jonathan's 
Taunt ability. When it's yours, leave the room then enter the western doorway to find 


























































































FOREST OF DOOM 


■flu. 


ancient tree animatedSy a mafewfent vrifL 




HP 

EXP 

SP 

340 

95 . ] 

5 

ATK 

DEF 

MND 

50 

0 

0 

CLUB. 


.9.66% 


The Treant J rops the Club, one ;>fd,e cards needed lor Winds a The Gambler" quest, llie quest isnt 
available yet, but there's nothing to stop you from collecting the cards now. Use Raging Fire to burn 


i tbe old oak ir 


in one feli swoop. 
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HP EXP SP 

106 124 6 


TRAVELER'S HAT . 5.52% 


BROOCH .. 2.76% 


OBJECTIVE CHECKLIST 


fiuman consumedBy evif after eatinj a curbedmusftroQm. 

1 be thing your dad left in tbe bach of tbe fridge for a few months happens to carry the Amanita, 
which is a mushroom needed for Wind s Poison Vs* Poison quest. When attempting to get bis rare 
drops, avoid the Moldy Corpse s poison spray by attacking him from a long distance with the Nebula 
Heavens Sword, or Cb or lottc s spells. 


'Pi<$jseffca&ter wfte ride# an encKantedBrovmsticfl* 


The Travelers Hat is an exceptional piece of headwear at this point in the game. Unfortunately, tbe 
mediocre drop rating might make it difficult to obtain* 


-POINT- 

I 

ova eosf until you enter a building, Hoad up to the northwest corner of the room end 
■ mg your weapon at the ledge sticking out from the bottom of the doorway there* A 
i eum Fuff should fall out after hitting it three times* Now, enter that same doorway, 
i . allow the hallway to the west until you hit a dead end, then go north; make an im¬ 
itate turn into the first room to the east you see. Inside lies Moldy Bread, which is 
sded for Wind's Poison Vs. Poison quest. Exit the room and enter the doorway going 
^t directly obove you. When you exit the long hallway, enter through the hole in the 
}f directly above you. Move in to the northwest doorway to find a Save Point, then 
ter the southwest corridor and follow it to the end. Go north to the top of the room 
eke a stop in the middle room with the Beehive for map coverage), then go east. 
- uver contains a Treant and a Beehive. Waste the fiends then pick up the 

start & Isolde book for Charlotte. 
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POINT- 

2 


Go eost across the bridge. When you enter tie next room, eliminate the Student Witches 
Hocking your path, then enter the doorway going north on the eost side of the room. 
Trovel east until you hit a dead end, then go south as far as you can go. Enter tie east 
roam and follow it to the end (there's nothing here, defeat the dolls then leave}. Exit 
the room, enter the hallway directly above you and go east. When you're in the room 
filled with witches again, drop down into tie south corridor. The bottom left corner 
of the next room down has a bell in it. Hit the bell to open the west doorway. When 
finished start heading east 



POINT - 

3 


The room Infested with Harpies has a HP Max Up* Defeat the Student Witches and 
Harpies with Jonathan [using the Nebula or Long Spear), then grab the Item, Leave 
through the east doorway. While traveling east through the forest area, use Charlotte's 
Roging Fire against the Tombstones to eliminate them quickly. When you reach another 
building, enter the northeast doorway (take a step Info the Warp Room to the east 
before doing so). Save your game at the Save Point to your right, then jump up to the 
top of the room and head through lie north opening. Grab the Stiver Leggings at the 
east end of the roam then return to the previous area. Enter the northeast doorway and 
follow the path. When you reach another square room with a Mo neater inside, enter 
the north doorway to find a room holding a Silver Plate. Return to the previous room 
and enter the southwest doorway. Immediately leave since there's nothing there and 
enter the doorway below you. You can't eater the path to the southeast yet, so enter the 

northwest doorway and 
follow the path in the 
next room over. When 
you see a gravestone 
with a green aura 
around it, call your part¬ 
ner to help you push it 
out of the way fen drop 
down the hole. 



POINT 

4 


As you may have noticed, this area is lacking sufficient light. Drop to your left and 
east. Several Frags are hanging around the floors in this room, so walk forward slowly 
and take a few swings at the ground. When you see a gap in the ledge above you, jump 
east to the top of the ledge and continue to go that direction. Once you drop off of the 
ledge, there's actually a breakable wall In the roof above you. You can't reach it yet, 
so take note of it and continue eost. When you come to a room with another ledge, 
jump on top of it* When you eventually drop off of the ledge, continue east until you 
see another ledge and jump on top of it. Near the end of the path is a hate leading Jo 
sunlight, take It to go above ground once again. 
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POINT• 

5 


Travel west until you enter a building again. Hit the nearby bell to open the path, then 
grab the Stonewall ability for Jonathon, Backtrack o bit and proceed east, leap over 
the first pit you come to (which leads back to the dark cove), then continue west until 
you find a second pit. Drop inside and take three swings at the left wall to find a Rusty 
Food fin. Walk to your right to find o Save Point, which should be taken advantage of 
to prepare for the boss fight ahead. Leave the cave and move east. 



* * 



After defeating the urea boss, proceed east into the next room over. Pick up the Toad 
Ylorpft spell and use the Warp Point to your right to head hack to the area entrance. 
Warp back ta Dracula's castle when you're ready to move along to the next area. 


creature ©f the swamp 


Dagon's head is the only part of his body that's vulnerable. Weapons like the 
Long Spear or Heaven's Sword are extremely useful in this fight because they 
allow you to jump and attack from o distance without having to jump towards 
his head (and risk landing on Pagan's giant stomach}* It's quite possible to 
attack him with short range weapons though as long as the area is filled with 
j water, which enables you to jump indefinitely (attack, then jump just after your 
weapon recovers in midair)* 

When the pool is full of water, Pagon only has two attacks, a slow water leap 
that changes the side he's on, and a tadpole summon, which releases water 
* creatures that float to the top of the water (acting like mines)* The leap attack i 
too slow to ever hit you, so simply walk under it when he does it* The tadpoles 
are rarely in range to be a threat, and when they are, they can be destroyed 
■'% / with a single weapon swing. 

% Dag on's only threatening attack is his water spray maneuver, which occurs just 
after he absorbs the water in the area. The spray slowly refills the water in 
the room, so use the rising sea level to hover over the harmful stream with 
repeated jumps* Once the spray stops, return to swinging your weapon at 
Pagan's head. Continue to take swings at him in-between his spray attempts to 
walk away a winner. 
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With the Toad Morph ability in your hands, it's now possible to obtain Milium's 
Sword in the City of Haze and the Holy Veil in the Nation of Fools. There's also 
a small bridge that connects the Great Stairway to the Tower of Death that 
contains a set of 200Qg bags. This path is located at the bottom of the watery 
elevators on the west end of the Tower of Death. 


SANDY QRAVE 

important syeffjieecfecftcjvrcceecftffrouyft tfie 
yam eyrcy erfy is fe catedlz&re■ fffiis syeff t# caffeff 
i) an ctuary, an (fit efhn hiatus status aifm on is. tfhe 
tTcacf fAtcyyfi aSifity Was t/w cnfy tftinj kceynny you 
frcyn yettinj it tJz& fast time you Were Here, sc new tJiat 
ycu fifive it, lets jet eraefyny. 




OBIECTIVE CHECKLIST 


PONT 


tewm 


Jump up to the top right comer of this 
room to obtain m MP Max Up, When 
it's yours, enter the doorway at the 
northwest comer of the room. 


POINT 


POINT 


Travel east until you enter the pyramid. There's a path leading south a few rooms 
passed the first Save Point in the area* Take it and follow the path. There's a Warp 

Paint and Save Point along the way 


There's a small crack in the wall [ust to your left. Use Charlotte's Toad Morph to slip 
through the crack, which leads to the Sanctuory spell Return to the nearest Warp Point 
and teleport to ihe dungeon's exit. 


when you get the chance. Continue 
heading east until you come to the 
square room at the southeast corner 
of the map. 


































































































































MEDUSA WHIP . 1.38% 


SUMMON MEDUSA . 1.38% 


OBJECTIVE CHECKLIST 


If you obtained the Amanita (dropped from the Moldy Corpse), the 
Bread, and a Long Sword, the completion conditions for Wind's 
Poison Vs* Poison quest should be finished and ready to go* Your 
reward Is the Assassin's Blade, the only weapon in the game with the poison 
attribute* 


I uccujSus 


HP 

EXP 

SP 

185 

191 

5 

ml 

DEF 

MND 


demon tRat assume# t Re form ^fa Beautiful maiden to 
drain vitality . 

Europe's Dress is one of the most well-rounded armor pieces available for ch ar lotte. It’s worth your 
while to obtain it as soon as possible. Nothing more needs to he said about it, it s simply amazing t 


EUR0PA 3 DRESS. 

.3.05% 

SDCCU8US BOOTS. 

.2.07% 


,edusa 


monster created in jreat n umBersfrcm tRe Read of^ZA/Cedus a* 


3 






This annoying little snake spawns in random locations within the clock tower, turning your character 
into stone if touched. Since their flight pattern is usua lly difficult to hit with a normal weapon, use 
the Nebula to home in on the cretin s location and thrash it. 




to the Tempest spell is easy enough, but 
out of that area without taking a ton of 
is no easy feat. The trick is to use Jona* 
kick (double-jump, then press ++© 
in midair} to bounce off of the head of a Medusa 
as it flies by. After the bounce, Jonathan regains 
to double-jump again, which you can 
over the wall of spikes. 


POINT- 

U 


Go west and follow the path until you find a glowing yellow statue havering over head. 
Hit it with your equipped weapon to activate the elevator below you. Move west info the 
next room over lo obtain the INT Boost spell. Go bock to the room with the elevator 
and drop down the gap on the right side of the room (all the way to the bottom of 
the shaft). There are two elevator torts, get into the bottom one and press i on your 
directional pad. When the elevator comes to a slop, press t once more to end up in a 
doorway that leads to the west end of the room. Climb north up the platforms to find o 
Combat Beret, then drop to the bottom to find an Open Veil. When finished, jump 
inside the elevator again and return to the bottom floor. Loop around to the top elevator 
cart and press t* Go east out of the elevator and proceed into the next room over, the 
doorway to the Master's Keep, 




POINT 


,/arp over to the northwest warp in the Tower of Death, Drop down the rising platforms 
until you find a corridor heading east. Take it to find a red door leading to the Tower of 
Death. Continue heading east until you come to a white room with an inactive elevator 
in it. Jump up through ihe gap in the left side of the room and move over to the east 
edge. Jump vertically and swing your weapon east to reveal a breakable wall. Enter the 
roam to obtain an HP Max Up, Return to the previous room you were in, then drop 
mrough the gap. Enter the east doorway and press the switch on the other side to turn 
down the flame blocking your path. 


POINT- 


Obtain the Tempest spell on the northeast side of the room, then enter the east corridor 
below if* Use your newly obtained Toad Morph spell to slip through the crack here. Go 
north afterwords and follow the path to the large rectangular room. The Thunderbolt 
speli is floating around in the northeast corner of the room. Use the small gear near the 
entrance to this area to jump over to the largest gear In the room* Use the large geor 
to double-jump east over to the nearby platform. Jump off of Charlotte's shoulders lo 
boost yourself up to the Thunderbolt spell. From there, hop west along the gears over 
to ihe HP Mux Up, then drop south to the doorway. The west wall in the next room 
over has a breakable wall* Hit it three times to reveal un MP Max Up. From there, go 
north and follow the path all the way until you find a Warp Point. A Save Point shows 
up soon after, so save your game and prepore for the fight to come. 
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)racufas confidant. 


4444 


ATK DEF MND 


i t n „ \t n n r\ Grim Reaper fights in two malicious forms, both of which carry different 

i L A P u P defensive properties that are strong versus different types of attacks. You're 

overall objective is to compensate for Death's mode changes while taking swings 
1 4444 0 0 at him when he's open. 

KTV f| V p uun His initial grey form has o strong defense against physical attacks, but lacks the 

AIK LI L1 1Y1 ll U JVUND needed to defend against mngic. Charlotte is the ideal character choice 

0 jq during this fight. Equip her Tristan & Isolde book to effectively attack Death, which 

deals Ice damage to the target. Charlotte's Tempest spell at Level 1 or 2 is also 
extremely strong against this form, which hits rapidly for decent damage while 
clearing massive amount of spinning scythes flying around the screen. 

His white form is the opposite of his grey form, carrying a strong resilience against magic while lacking the defense 
needed to deal with physical attacks. Jonathan's brute strength is needed here, so equip a Royal Sword, Long Spear, 
or the Rose Stem Whip to combat the monster. The Bible subweapon is also useful against this form, which deals 
adequate physical damage while also eliminating some of the scythes flying around the screen. 

In both modes. Death has a plethora of abilities at his disposal. His most basic attack is the classic scythe summon, 
which creates mini spinning scythes that appear in random spots on the field. These projectiles can be struck with 
any sort of attack to make them dissipate, which should be your main method of dealing with them outside of 
evasion. 

If Death glides to the top of the screen while tracking your position, a downward scythe slash is imminent, let him 
move directly over you, then move to the left or right to avoid the incoming slash. If he begins to wind up for a 
slash and glides directly next to you, a horizontal scythe slash is coming. Wait for him to glide next to you for about 
two seconds, and then double-jump vertically to avoid the slash. 

Death also summons four hands that link together to form a spiraling cage. While the cage is out. Death spins his 
scythe and throws it, which slowly bounces off of the walls of the cage. In the beginning, the scythe moves slowly, 
giving you plenty of time to predict its movements and evade it. This is the perfect time to get in a few hits with 
your weapon or spells. The scythes traveling speed slowly builds ever time though, making it increasingly difficult 
to dodge. To deal with this problem, leave the cage then use Jonathan to attack the hands of the cage. After several 
swings the cage should collapse. 

During Death's final attack he summons four holes an each corner of the screen. Hands attached to chains firf^out 
of each individual hole one at a time (starting from the northwest portal and rotating clockwise around each $|pL 
These hands track your position, grabbing you if they come in contact with your character. If they do grab you, a Tam, 
wind up period initiates and, if nothing is done. Death swings at the captured character with a devastating attack 
that inflicts over 200 damage. To avoid the attack when grabbed, summon your partner with the © button. After 
being summoned, your partner will attack the chains holding you, which causes them to break if enough damage is 
dealt. In some cases Charlotte is too weak to help Jonathan escape with just physical attacks, so press the R button 
when she's out to cast her Tempest ability. 

The best time to strike Death is during the initial stages of his "scythe bounce" attack, and whenever he's flying 
around the screen summoning mini scythes. There are also several instances where he loses his scythe after 
performing a move, forcing him to summon it again. Use those instances to cast a fully powered Tempest or to take 
a few swings at him with Jonathan. 




it v. 

O?,- % 


if 1 r ?i 


l\ _ 




f r, . Av ■ 


- 


r £ ? *- V p> 


i 

- --rr li^t-H 


m ®m 


s *Li 


b . ’ 





ers 


s Wo rtf 


3.45% 


£ 


enomena . 


Weapons with a large attack radius are the Lest option against tLe Euler Sword. Greats words like die 
Royal Sword Lit several of tLe poltergeist s many weapons at a time, making it easier to deal with its 
spiraling defense. 

Tke Drag on Slayer rare drop Las an ATK power of 99, making it one of tLe strongest weapons avail- 
aLle at tins point in tke game. Unfortunately, its drop rating is terribly low, so you may need to grab a 
cup of coffee and settle in before attempting to get tbis item. 
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EFENSIVE FORM.. 


■H 


Tke Final Guards defensive capabilities may seem a little absurd, but don't fret. He only Las 
50 IIP, so overwhelm him with multi-hitting attacks to seal the deal, bpecifieally, summon 
CL arlotte, then crouch in front of the towering giant and use a whip/s dangling attack {press G 
and bold it, then spin the direction pad in 360 degrees) to Lit him repeatedly. Other abilities, 
tike a fully powered Summon Frog Lit several times before dissipating. 

I he Final Sword rare drop is one of the strongest weapons available at this point in the game. 
Its drop percentage is extremely low, however, so it's generally not worth hunting until 
Luck rating is higher. 























































The Razor Bats in the next area are easily dispatched with a single swing from your Rose 
Stem Whip or Lang Spear After you've dealt with them, the pagan creature Molachi is 
next in line. He only has two attacks to speak of, one being a daw slash, the other a 
massive ball of dark energy. The clow slash is avoided with a Backdash and an immedi¬ 
ate counter attack, while the dark ball can simply be jumped over. In either case, 
a counter attack using Jonathan's physical attacks to eventually take 
the room is cleared, start moving west again, then go north into the room 
The Dead Crusader in this room uses a blocking technique to nullify 
him by staying near him until he lifts his sword to attack, then 
swing. Attack him while he's recovering from his move to 


1 


OBTECTIVE CHECKLIST 


POINT 

I 


Make a stop by the doorway in the northwest corner of the room to open up a Warp 
Point. Leave the room and obtain the HP Max Up near the bottom of the room, then 
drop down into the south corridor. Go east and save your game at the Save Point that 
you come to. Leave the room and head west. The Wyvern you encounter along the 
way is defeated by keeping your distance and attacking it after you dodge one of its 
attacks. The flame attack shaped like a dragon's head must be jumped over after it hits 
the ground, while the second fire breath attack and the daw dive are both avoided by 

retreating. After its defeat, 
continue west until you find 
a switch with a green aura 
around it Jump on top of the 
switch to blow open a path to 
the bridge you used to cross 
between bath ends of the 
Tower of Death. 


POINT 

2 


t 





TERETE ENDINGS 


creating Stella & Loretta now 


eacns what's considered the had 
ending. This ending ends the game 
prematurely when there are still a 
h'w areas left to he explored. Noth¬ 
ing is earned hy obtaining the had 
ending, hut it's worth seeing Lor 


urn Y 


ou can 


access your save 


le after it's finished and obtain the 
ood ending later* 


In order to obtain the good ending and gain access to the extra stages, Stella and Loretta need to he purified. The spell called 
Sanctuary docs just that, which you should have after your detour through the Sandy Grave earlier* 


- POINT 

3 

The Flame Demons in this area hove a single attack, a fireball that flies toward 
your location. Move out of the way of the bolt then jump and slash the demon while 
he's flying around. Move east until you reach a dead end, then start climbing north. 
The Piercing Light spell is sitting on a platform m the northwest corner of the room. 
It's being defended by a Suaubus, so take care when jumping up to the platform. Once 
you have it in your grasp, enter the doorway in the northeast corner of the room, 
immediately enter the doorway to the west Inside lays a few Spinning Devils and a 
Ruler's Sword, A few swings from Jonathan's weapon should take down the devils, 
while a fully powered Tempest from directly under the Ruler's Sword should eliminate it 
almost immediately. Exit out the west doorway and jumping north {enter the west path 
of you're looking to cover a missing section of the map, though nothing worth noting is 
there)* There's a breakable wall above the platform that's directly across from the Dead 
Crusader. Swing at it three times to reveal a room holding an MP Max Up. Return 
to the previous room and enter the doorway at the northeast end of the room. Start 
moving east (tackle the Final Guard along the way) until you find a Warp Point, then go 
north a bit to find a Save Point and the poth leading to Stella & Loretta. 


NOT 30 HARMLESS 


Razor Bats are actually vulnerable to being 
Stoned, but strangely enough, they still have 
the ability to swing their sword despite being 
encased. Take caution when using the Medusa 
Whip or Milican's Sword against them, they're 
still a threat! 




































































































Xc rettas twin sister . S/ies a spiffeds Wordm aster. 


The object of this fight is to hit one of the sisters with Charlotte's Sanctuary spell. 
The catch is Sanctuary's massive casting time, which gives Stella & Loretta plenty 
of time to fait Charlotte out of the move. 

What's needed is a distraction. The deadly sisters tend to target the character 
being controlled, not your partner. Walk into the room with Jonathan under your 
control and Charlotte as your back up. Press the R Button to initiate Sanctuary 
with Charlotte, then walk forward with Jonathan. Walk far enough forward to 
make sure that any attacks targeting Jonathan won't hit Charlotte (don't let 
=r Charlotte leave the screen though, or the spell will be canceled 
before it finishes casting). Equip Stonewall to Jonathan, which 
should enable him to survive any of the attacks he can't evade. The 
Sanctuary pulse must hit one of the sisters, or else they will not 


* -»■ , iUIIIIVHI J |J«1 JW IlIVlTI MM Ml* - -t -- - -f 

> ' undergo purification. This requires your spacing and placement to 7 

" be perfect, along with the timing and type of attack the sisters usej 

J; A * * . while Charlotte is casting the spell. I 

^ ^ t ** , \ 

I V ,r=r-J*_ : .. Loretta often spins in place with ice swarming around her. This i 

’’“H”* >7 i H8&? ability creates a powerful sword in Stella's hands, which she 

'\v5? “ swings forward towards your position. This attack deals over 300 I 

11 ■' damage normally, and about 130 damage while Jonathan is using 

' Stonewall. If Charlotte is about to finish tasting Sanctuary, put up 

Stonewall and take the hit. If Jonathan can't take it without dying,, 
_, . . — ■ jy M iHL>:e«g move behind the sisters to avoid the sword swing. 

Loretta's Ice Dragon technique is a free ticket to a fully charged 
Sanctuary. Stand in front of Charlotte and use Stonewall to block 
the incoming projectiles and wait for the spell to finish. 

If Loretta starts casting her icicle drop ability while Sanctuary is 
£ ■ ’ * - —“ being used, move Jonathan away from Charlotte and dangle his 

| ~ - 1 whip (equip the Rose Stem Whip, then press and hold ©), then 

! • jiMj' I — rotate the directional pad 360 degrees. The whip should rotate in^ 

..“V ' X??* ■ K f j T ill circles and act as a shield that eliminates the icicles as they drop ^ 

"■-- -n;' 1 ' * -- j % near Jonathan's head. Stella may hit you with her sword attack 

<7 ... '• while you're doing this. Take the hit and continue distracting theni 

away from Charlotte. 

If Loretta starts casting her blizzard ability, move behind her and begin casting Sanctuary. Use Jonathan t^ distract* 
Stella's sword attacks while this is happening. 

Finally, Loretta occasionally forms a giant ice diamond that encompasses the center of the screen. This diamond 
slowly moves towards your position just before Stella slices through it, causing several ice shards to shower the 
Atttunrttirin tfi tatc Sumtuarv durina this attack is useless, so run away from the cube to avoid the ice 
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a/iejja ana j^oretta ha vs peen cured, out <djrauner stiff 
dweffs witfiin tfte castfe walls. Wtejur smafferjsaintinjs 
in tfte West room must tie comp feted in order to enter tfte 
faryepaintinrj in tfte center—JSraunersprivate room. 

Tfte next areayou ff want to enter is tfte iJ3arf off-cademy, 
wfticft ft as a Jew items ifiat are needed to explore otfter 
areas of tfte castle fioWe\er r titere are a Jew extras tfiat 
need to Be addressed Before we continue wit ftour journey. 


y beat Rickt er„ 1 kere s anotker weapon at Jonatki 
* the grace and power found in otker weapons tku 
found in tke City of Haze (wkick you should ka\ 
walkthrough), kappens to he very effective again; 
only does it inflict Dark damage, kut its arc of at 
tke perfect answer to Richters offense options, h 


omcaJ 


Stella 

If you’re ujornod about us, 
please doiit be. 
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The true power of the 

Mampirt Killer has been 
- unleashed. 
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wcoomm? 

t&y a Visit to Vincent's Rumble sRop. ft appears Re's been bitten By a Vampire, wRicRis causiny Rim to shwfy Rose Ris humanity, 
ft’s possible to use tRe Sanctuary speffto cure Risvampirism on tRe spot; Recover, you may not actuaffy Want to do so. ZfRe tntt 
oryoodendiny Ras two sfijRt variations to it, wRicR are affectedby wRetRer or not 'Vincent is cured by tRe endoftRejame. ^ou 
don't Rave to make tRe cRoice to Real Rim now, so beat tRejame witR "Vincent sicRfirst, tRen come back later and cure Rim to see tb 
&tfier variation. 
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memory vf tfie fast JSefmcnt tv wieftftffe Vampire jijffer 


This creature is very strung, but attacks very predictably. If you jump, throw 
a Cream Pie, then double-jump and toss two more, the enemy responds by 
throwing an axe, almost certainly useless until be backs you into the corner. 
Keep repeating the pattern until the comer, then jump under one of the axes 
and over him. lie'll turn and swing, but probably miss* Wash, rinse, repeat, for a 
pretty easy solution to an otherwise hard fight, ironically involving the game's $ 
easy pick for worst weapon! 



Strangely enough, it's possible to attack vampire Vincent, making him reel backwards in 
fright. If you attack him eight times, Vincent runs out of the room wailing in fear! So much 
for being a good customer. 


'attire# ajjfetftcra oj new enemies tJiatyou haven t dealt wit ft fiefore, Jr e adtli rt> uj fi t/tejirst section oft/ns area carBj 
VRip in Hand Jot tde eadiv^t soluiion ayainst tfiv new enemies. 


ITEM CHECKLIST 



i breakable wall 

"NEW YORK STEAK" 

Z 2000Q 

3 NOODLE BUN 

4 MF MAX UP 

5 BREAKABLE WALL 
TQWDERED MILK" 

6 MERCURY BOOTS 

7 DIME STORM 

RHP MAX UP 

9 NOODLE BUN 

10 FLAME WHIP 

IIQOLDEN PUTE 

12 OWL MORPH 






































































































emcm 


ewer 


(featT fcnij fit w/fose spirit stiff fusts for Sattfe 


These monsters hold, the ring r 
Demons carry a basic projeclsh 
Defeat them quickly with holy- 
grow in numbers. 


date Wind's “O’ 


Overcome the Curse” quest. The 
id the ability to duplicate themselves 
er or Cross Subweapon beJ 


needed to compi 
!e, a poisoning punch, am 
-based items like the W 


>e one o 


amp ire 


OBJECTIVE CHECKLIST 


'$En eviferotv tftat fias devefojiecf a taste for fiuman ffesfi. 


his strip is infested with tons of enemies you've never fought before. The most com- 
ionplace is the Mandragora, which sleeps within the ground until you move within ils 
icinlty. When you're close enough, the Mandragara pulls itself out of the ground and 
^leases a suicidal screech. Attack the tone-deaf vegetable just as it pops out of the 
iroimd and kill it before it has a chance to detonate. You can simply back away from 
i when it goes supernova though, since it doesn't drop anylhing of use. Many of the 
i her enemies within this area, like the Alura line, Fleamen, and the Dead Warrior, are 
J weak to Stone. This is one of the few places where the Medusa Whip (dropped by 
.edusa Hoods) and Mill can's Sword (obtained in the City of Haze) ore actually useful to 
on. so take advantage of them. 


Save your game at the Save Point in the northwest corner of the room. Exit the room 
and moke your way down to the southwest doorwoy. The next roam over contains 
a hallway with a lightkeeper inside, who wields various fire-based projectiles. Jump 
vertically over the ground based fire wove and come down with a strike to hit him. If he 
throws the three arcing projectiles, slosh at them with your weapon to dissipate them. 
Once he's finished, move in to the next room and move north. Enter the first corridor to 
your east to find the Owl Morph spell then leave the room. Continue north again and 
enter the doorway to your right at the top. Proceed to the end of the hallway to obtain 
the Gold Plate, a new piece of armor that finally gives the Silver Plate a run for its 
money. Exit the roam then drop to the bottom floor. Enter the doorwoy to your left and 
continue moving west. When you run into the beast named Vapula stand a few steps in 
front of him to avoid his only attack, a waving projectile that curses you when it hits. 


us enemy drops is easily 


tnotaur 


erffccreature vritfi tBe Beaifof a Bulland tBe Body of * 


a man 


An excellent {arming target, Minotaurs offer a ton of EXP and SP, along with dropping two e 
tremely useful and valuable items. Despite being a lackluster axe, the Bull ova sella in Vincent' 
for 10,000 gold. I lie Hercul es Ring eliminates your enemy's ability to stun you, allowing you 
hits like a hungry hear and continue whatever action you were performing before you were hit. 


fi shapeshifting spell that turns the 
caster into an otul. 


HP 
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SP 
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7 

m 

DEF 

MND 

54 

0 

30 

SKULL R[NQ.. 

.im| 


HP 

EXP 

SP 

[354 

414 

10 

m 

DEF 

MND 

60 

20 

0 

BULLOWL 

.. 

.5,52% 

HERCULES R1NQ. 

...276% 


HP 
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SP 

33 

69 

1 

ATK 

DEF 

MND 

36 

0 

0 

SUMMON CROW.. . 

.....5.52% 


































































Attack the wall to your right to reveal a breakable wall The Map (has inside can be 
pretty scary if you give him time to prepare for his attack, but he's easily dealt with 
by rushing him down before that can happen. Summon Charlotte and jump in with a 
weapon combination (Jump attack, [and, attack ^ Backdash Attack => Critical An 
° Martial Art). When he's defeated, go east until you find the Mercury Boats then 
leave the room. Travel west, following the path until you run into a lower the leads to 
different areas north and south. The tip of the ledge directly above you is breakable. 
Hit it three times to reveal a New York Steak [Which is needed for Wind's "Build Your 
Strength T quest). When you have rt, go north from here and enter the east doorway 
^ to find a room with a Noodle Bun 

I i and 2QQ0g. Exit the room and go 

■ to the bottom of the tower from 
E before, Sm r e your game at the 

■ Save Point Jo the west then gel 
M ready forgather boss fight. 


There are two rooms in this area that contain ideal places to 
farm for gold, skill points, or EXP* The first contains several 
Imps, which ore great for building Subweapon SR They only 
give 1 SP per kill, but there large numbers and terribly low 
HP enables even the weakest of Subweapons to be use¬ 
ful against them* The other room contains two Minataurs, 
which give great EXP, an item that sells for good money 

(the Bullova), and a 
— - — — 11 I unique item found no- 

■ where else (Hercules 
Ring}* Keep both of 
HI these spots In mind 
when you're looking 
™ — ; ——— ---— to become stranger, / 


Interestingly enough, the branches of the Wakwak Tree can be knocked around indefinitely 
once they've been cut off. The best way to go about doing this is to cast Charlotte's fully 
powered Dark Rift (bought in Vincent's shop) directly on top of the tree. The spell itself has 
the ability to suck in inanimate objects, but against the branches they simply continue to hop 
on top of the rift as it constantly deals damage to them. The branches can never be destroyed, 
so watch in awe as they dance on top of the whirling portal for the entirety of its duration. 


The first room here has a new enemy inside called the Aliorumm She has a few proje> 
tiles that inflict worthy damage, but the biggest annoyance is bar resistance to element: 
magic. If you equipped the Flame Whip you picked up earlier, switch aver to Chariot 
and start using her Tomb of Arms 2 to attack them. The next room over with the Ruler 
Sword inside has a breakable roof at the top right corner of the room. Swing at it one 
ta break it, and then use the Owl Morph ability to fly inside. Grab the Divine Star: 
Dual Crush then drop down into the previous room. Move east into the next room ovt 
The left end of the second ledge in this room can be broken If hit three times. A can 
Powdered Milk comes out when the deed is done. Leave the room through the nort 
west corridor. Eliminate the Final Guard in the next room over then continue west. Mo 
south and enter the first room to your right. Grab the MP Max Up ot the end then r 
turn to the previous area. Drop to the bottom of this room and enter the east doorwo 1 


Equip Owl Morph and cast it. Fly north until you see an opening in the side of the 
building, then enter inside. Kill the crows that greet you os you enter. Start moving 
south until you find a doorway in the east corner of the room. Drop inside and continue 
moving southeast until you find o bell, Hit the bell to open the east door then pick up 
the Flame Whip. Move into the room to your west to catch a friendly ghost at a bod 
moment. Leave the bathroom and climb up to the northwest corridor In the room. Grab 
the Noodle Bun ot the end of the room and leave the area through the northeast exit. 
Enter the room to the west to obtain an HP Max Up, then return to the previous area 
and enter the doorway to the northwest. 


createtC 


in artificial benuy 
a m a a s ci & n ti . 


Our favorite horror movie star is back, and he's tarrying more firepower than a tank. 

As the match starts, summon your partner then double-jump over the Creature's head. 
He'll turn around to fate the character you're controlling (Jonathan) while your partner 
stands safely behind him and swings away. Cast Charlotte's spells while she's behind 
him, like Raging Fire or a fully powered Summon Crow (done before you jump over him) 
to overwhelm him with repeated hits. 

From there, use Jonathan to whack at the walking turret with a Flame Whip or the 
Vampire Killer (if you have it). Stay close to the monster and keep an eye on his actions. 
If he swings his arm back, Backdash to avoid an incoming grab. If holds both hands out 
and starts to electrify, stay dose to him and crouch to avoid the following lightning bolt. 
In cases where he leaps into the air, Backdash to avoid the incoming drop, then start 
swinging at him again. 

He has two other attacks at his disposal, both of which have a similar starting animation 
where he raises his elbow up and a latch opens. The following attack consists of either 
a missile, which explodes with a massive area of affect after it hits, or a machine gun 
spray. Backdash away then double-jump vertically to avoid the burst if he fires the 
missile. Against the machrnegun spray, dangle your whip (press 0 then hold) then 
rapidly tap * to nullify the bullets. 
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mtton ofpcois andits unnatural tasteforgravity, tile ^Surnt 
attires tile fame deviationfrom tile norm witil a minor difference: 
lb ads now jly at you Hot it vertieaffy andhorL&ontaffy. ITliis can He. a 
ance Hecause erf a//of tilejiowerfuf enemies tHat Haunt the area . Hezjuj 
rectfy next to an dffrmoT Hmfilt or fire rincj is a mis era Hie experience 
always he avoided 


I Now make your way out to the n 
City of Haze. Remember the 
long shaft witk tke mine cart 1 
inside? Go tack to thaihaft 
and walk to tke center of it. Dt~ 
rectly akove you is a breakable 
walk Open it, tken use tke Owl 
an d tke Healing Mail inside. 


Hj After Tke Creature takes his 

Ip U[ r ill,.’ room lo the wv^t of 1 
H 1;K-..iiion lias the [>ortak nccd< 

Ry to go to another new world, 

I n 1 Trn’l go to a new dungeon 
HN j n1 yi ■ t t k O n g h ; t k e r e a r e a f e 
things we can pick up now tk 
>h. Warp yourself hack to Draculas castl 


Morph to find a Sackertorte 


Take a few Warp Points over to h 
ike Sandy Grave area, l'rom 
tke area entrance walk east tin- 
til you enter tke pyramid. Tke ,9 
item at tke top of the screen flB 
is tke Kaiser Knuckles, wkich jfcm 
are reacked by morphing into 
an owl and fly east around tke overhang, 
them weapon, head to the area where yo 
Sanctuary spell (the area with the koldci 
Tke nortkeast corner of this room hold* 
obtained ky flying through the narrow si 


When you re out oi the dun¬ 
geon, warp over In the Castle 

Entrance (the warp point just pH- 

nitride of Wind s quarters). 

From here, go hack to tke area fi 
oulside of thecas11e, where 
you picked up your first Relic. 

While you're standing on the first grey bri dge in tke a: 
the Owl Morph to check out the open area akove you. 
left is the All Boost spell, which temporarily raises al 
statistics. 


to the nearest Warp Point and make your way out to 
>r in the 1 ower of Death, Drop to tke bottom of the 
shaft and hop over to the left 

K-: fy§ Man *ideed ill e ■ lcva l < - r. b 1 orp 11 i nt< j 

an owl and fly straight up to 
find ike Aura Blast bnWfipnn. 


Finally, travel out to tke Fores, 

■ :I ); U I m and cuter ; ; i l a da rk 

Ik c a ve a g a in. Ret n e m k e r the kid - 
I den r■; mi in the root that you 
fjHjfe l couldn't reach before? Well yoi 
! l\ui now. Go to tke area with 
tke only empty gap on tke map 
t tke roof three times. Owl Morph your way tc 
tke Dark Gate Dual Cr ush. 


fzCytotscnous creature made & slimyyeL 

cfygsistan t tcyy flysteal a ttaeffs* 

Don't let tk is flashing slime touch you—it poisons on contact. Similarly, never wa. 
ture if its clinging to tke roof akove you, it will drop from tke ceiling and go on tl 
do. Since it resists physical attacks, use the Fire Whip you picked up recently to sc 
creature in no time flat. 


For a fun visual spectacle, initiate the Aura Blast technique then cancel it into 
The second the Backdash starts to animate, immediately jump into the air. This 
the Aura trailer to tag along with Jonathan's upward leap, which looks not o 
seriously cool. 


ensivc i 


ITEM CHECKLIST 


Boost all status attributes 
temporarily. 
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EXfTi 

SP 

191 
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14 



BERSERKER MAIL.—. 

.1.38% 

SURER POTION..... 

.1.38% 


rmor 

“tff-n efite office &%rmcT warrior wfto wiefds two ax.es 
wit ft deacCfyyrecision. ^ 

These elite warriors can he incredibly annoying in groups, creating lots oi problems for our heroes. 
Respect their range and speed, and go at them full-force before they can fill the screen with too 
many axes. 

*]hRl m 

This monster also drops Berserber Mail, a unique item that increases your S 1 R by 30 at the cost o 
a massive defense handicap. Not the safest piece of armor around, but it certainly is interesting to 
say the least. 






lister Wrmcr 

“c?Bn armorecf Warrior wfto syeciafixes in fonj-ranye attacks. 





The homing rochet that the Buster Armor launches deals a massive 200 damage when it connect* 
Slap it away using a physical attach to avoid ite devastating explosion. If the trajectory is right, you 
can even bounce it hach towards it for easy damage. 


QOLD PLATE_1.38% 


one. 
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“eff- skefe ton tfiat ceasefessfy eft uses its own skjuff 
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SP 

no 
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6 

ATK 
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MND 

63 

o 

0 

SPADE. 


.6.90% 


The skull-kicking Yorick holds one of tire cards needed for Wind’s “The Gambler'’ quest. He’s usually 
found hanging upside down at the top of roofs, which is a strange place to he doing anything. 


OBJECTIVE CHECKLIST 





PO 


NT- 


navel right and start heading down the east end of the map. Along the way you'll find 
<j new enemy tailed the Guillofiner, who flies around the area frantically looking for 
ii^ads to slice. Use the Lizard's Tai! to slide to safely if he separates himself and attempts 
to drop his guillotine onto your location. The Vampire Killer or long Spear is effective 
against this cretin, so slop him around a few limes with jumping strikes to seal the deal, 
t You'll also encounter the Vice Beetle for the ftrsl time in this dungeon, which clings to 
[ s ails while spraying a poisonous gas that hits multiple times. It only takes a single hit to 
1 Jl the creature, so take a swing a! him when he isn't spraying his gas. 


POINT- 


Shape shift into o Taad or Owl to grab the Super Tonic. From here continue north until 
you reach the winding midsection of the west end of the mop. 


POINT 

q 


POINT- 

2 


room is infested with Rippers, which can be dealt with in an easier manner by 
pplng a Medusa Whip. After the room is cleared, fake three swings at the wooden 
it the top left corner of the screen to reveal a Truffle. Exit the room west, and then 
iouth. When you hit the bottom, trove) east two rooms to find a Save Point. South 
here is a Warp Point, which should be activated for later use. From here you can 
go aight to the area boss and defeat her (go north, then moke a turn west), or you 
ai iver the west side of the map. 




Travel west out of Medusa's residence, 
then jump over fa the room on your 
left. The Jet Black Whip is here, 
which you may find useful against 
Richter if you haven't dealt with him 
yet. Leave the room and head south' 
east into another warp room and pro¬ 
ceed to the Forgotten City. 


The axes in this area are all swinging to the right, but that doesn't mean It's sofe on the 
left side of the mop. Vice Beatles are dinging to the platforms in the center of this area, 
all of circle around the center platforms spewing gas. Climb north ond pass by them 
when they're at the opposite side of the room. 

























































































e/f monster tvfto turns /tor victims to stone 
One of tftree ffcrqon sister#. 


The snake queen has the ability to summon a swarm of Medusa Heads. Defend 
against them by hitting them with attacks, which causes them to dissipate. 
Dangling a whip (press and hold ©, then move directional pad] and rotating it in 
circles is an easy way to protect against their erratic flight paths. 

Medusa has three main physical attacks. The first is a snake arm strike, which is 
dodged by double-jamping just before it hits. The second attack, which consists 
of Medusa morphing into a giant snake, is also avoided by double-jumping just 
before the strike. Her final physical attack consists of a tail strike that bursts 
through the ground of the stage in a waving motion. Stand in-between each arc 
of her tail to avoid taking damage, then jump vertically and strike Medusa while 
she's vulnerable. 

Medusa yells "Petrify!" just before firing a beam of light that engulfs the 
screen. If you're facing Medusa during its release, your character becomes 
encased in stone. Turn the opposite direction, so that your character's back is 
facing ker, to avoid looking like a memorial statue. 

x Attack the vicious wench in-between the techniques^ 

she uses with jumping strikes. Medusa is weak against 
Holy damage, so if you have it available, equip the 
Vampire Killer. If you don't have it yet, the Long Spear 
deals plenty of damage against her without the need of 
elemental damage. If you're ever being overwhelmed 
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rt.f area Bas two 'Sides tc tt- -Jii e east side oj^tBe map j leads to a deadend, sc move tBroujpBtBe West 
(ejirst. ffeventualfy Jin ifa Button tBat o ptens ajiatBBetween tBe east and west side, so dent 

rry too mucBaBout deafina wiiBtBe east side eurfy on. 


etxtdccatf 


e ancient snafe acdl 


reincarnation c 


Ills tony favorite and its otherwordly jockey bounce around the room somewhat randomly, causing 
.ainage when they actually run into you. Strike the skull to break the entire creature apart. 


ITEM CHECKLIST 
































































































armiffas servant 


Don’t Lie fooled Ly llie lieautiiul woman sitting elegantly in a cliair. Slap lier with j 
slie stands up to reveal Laura’s true colors. Slie likes to use flying kicks as her mat 
so Backdask out of tke way to make ker miss, tken kit ker again witk your wkip wl 


OBJECTIVE CHECKLIST 


Travel west while slaughtering the several mummies that attempt to thwart year trave 
A single thrash from ibe Vampire Killer or Flame Whip should do the trick. A new enei ■ 
called the Poison Worm spawns when you approach a giant hill It only has one ottu 
to speak of which is a poison vamit attack that's avoided by moving directly in front 
the beast. Cut the beast down with Charlotte at your side until its defeat, then tenth 3 
west. At the end of this path lies the Eye for an Eye spell. Now go east and backtri k 
to the sandpit the Poison Worm spawned from. Stand in the pit to evenlually sink h 3 
the pyramid below. 


The Dodo resides in this area, whose defeat is needed 
to toftiplete Wind's "Find the King of Birds" quest. He's 
in a sandy area infested with mammies, one screen to 
the right of the leftmost screen {head west from the 
Forgotten City's entrance until you're there). The bird 
spawns at random when you enter this screen from 
either end (stand still immediately after entering). Once 
he does, he'll approach your location until he notices you, 
then immediately run away. Use Jonathan's Subweapons 
(like the Javelin) 

eC t d'X. 

hbkio v kiivss I 

the screen. The 
reward for this 1 M 
quest is the 
Thief Ring. 
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COCKTAIL DRESS. 

_3.15% 

MIDNIGHT TIAM. 

_2.07% 
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POINT- 

2 


Jus! os you drop into the tomb, Laura is silling in a choir awaiting your arrival. Once 
she's dealt with you have two options at your disposal Going east leads to a dead end, 
but there are early Save and Warp Point that may be of use to you later. There are also 
a few useabfe items to pick up along the way, namely a Super Tonic, Super Potion, 
and a plate of Curry. The west path leads to the deeper parts of the dungeon, so 

whether you decide to go east first or 
not, come back to this point and start 
moving through the west side of the 
dungeon. 


POINT- 


The path leading southwest is fairly straight forward, so follow it to the bottom (be sure 
0 pick up and equip the Atfico Helmet along the way). When you reach the bottom, 
se Charlotte's Owl Morph to fly up to 0 gap in the top left corner of the room. Inside 
ss the Griffon Wing, an ability that enables Jonathan to leap into the sky indefinitely 
press t+L Button while grounded or airborne). When finished, drop off the ledge 

and save your game at the Save Point 
to your right, then proceed through 
the southeast door, Move east, ignor¬ 
ing the path leading south when you 
come to it. The dead end you come 
to contains the Princess Tiara a 
fabulous headpiece for Charlotte that 
raises her Luck by seven points. 


POINT- 


Drop down the shaft the make a left when you reach the bottom. Obtain the Platinum 
Corset at the end of the path, then backtrack to the shaft and head into the east door¬ 
way. Move east until you come to another vertical shaft, then move south and follow 
the path until you come to a Warp and Save Point. Return to the vertical shaft and 
proceed north. When you make it to the next room up, make a left into the doorway 
next to you. Follow the path to find a Venus Brooch (strike the pharaoh head next to 

it for same gold). Backtrack ta the top 
of the vertical shaft, then start going 
north. When you reach the next room 
up, go west to eventually come to a 
MP Max Up, then backtrack ond 
start moving east. The room on the 
far east end of the map has 2000 G 
In its top right corner. 


POINT- 


Take caution when walking up the slopes in this area, Queteabatf comes hopping down 
the hill as you trek upwards. Anticipate where he's going to land then step aside. Swing 
at his head before he bounces away and continue onward. When you came to the door¬ 
way to the boss room, go north for a Save Paint and a long vertical shaft that leads to 
an HP and MP Max Up, Use the Griffon Wing ta fly to the tap, which eventually leads 

to a glowing switch. Jump an top of 
the switch to open the door to the east 
side of the map, then ga back down to 
the door leading to the area boss. 


POINT- 


) south until you find a doorway going east. There's a small crack under the Incline to 
iur right. Use the Toad Morph ability to slip inside ond obtain the Meteor Dual Crush 
the end. leave the crevice and use Jonathan's Griffon Wing ability to fly through 
e shaft above you. The Book of Death is lying at the top, take it and drop back 
jwh. The stone rolling down the hill is a little faster then the one in Sandy Grave, 
ler it posses over head, jump on to the slope then use Jonathan's Griffon Wing ability 

to jump through the cracks overhead 
as the rock rolls down the hill Don't 
try to pass more than one crack each 
lime the rock rolls past you, toke 
your time. When you reach the top, 
wait for a rock to leave the cave and 
roll down hill, then run past the cave 
before the next rock rolls out. 


POINT- 


Start moving west, passing the two warp rooms you encounter along the way. At the 
end of the path is fhe Holy Moil, a white piece of armor that reduces the damage 

of Holy attacks. When you're ready, 
head back to the nearby paintings 
and warp info 13^ Street. 


























































































































came a mttynm 


amt. 

e ve rfas it tty f i j e. 

|— | —— ] Before the fight starts, equip Tempest and Tomb of Arms 3 to Charlotte* Equip 

HP EXP 3 P Jonathan with the Vampire Killer or flame Whip, then proceed inside the tomb. 

With both characters out, switch your control over to Charlotte, then jump over 
4500 5000 60 the Mummy Man. Jonathan should stay in front of the beast while you end up 

behind him* Start casting fully powered Tempests while Jonathan is swinging at 

AT 1C D E F MN D him, ^im re< < ,ver from the spell with your Tomb of Arms* 

———i— -- While this is happening, pay close attention to the actions the Mummy Man 

100 0 50 makes to avoid them* 

The Mummy Man's first attack revolves around summoning three large blocks that push your party to the corner* 
Once cornered, spikes come out from blocks, which roughly inflict 170 damage to your characters. Jump over the 
blocks after they're initially summoned to avoid the spikes* While he's still recovering from the attack, strike him 
a few times before the blocks disappear. 

The second attack involves the Mummy firing a ribbon out towards your current location. Slide under it, or double 
jump forward to avoid its slow pursuit. It may start to home in on your location if you jump forward, in which 
case it won't hit you if you continue moving away from it* 

The Mummy's last attack summons five stones from the background and hurls them towards your location. These 
stones create different shapes before launching, but they're always handled in the same way* Stay still until one 
of the stones turn red and fire towards your location, then move or jump away just before it hits. 

^ m lastly, if the Egyptian monster ever tries to attack Jonathan, 

simply dismiss him before the move hits. Summon him again 
when the coast is clear and continue your attack* Don't worry 
too much about dodging his attacks if your HP is high, since the 
i aforementioned attack pattern completely obliterates his HP 

!» \\\ \ dfyl before he even has time to stage a third attack. 
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tfiejhx af duttyeon before t/tejijhit witfi rau tier. <-'fj-uy ti-"Ten cm 
• hjej^re entertny—many c enentie# /tere have thte ability tvjmisvn 

eu re fiere, ificy re incredif/ejneces etfuzjrment tftatyouffneed/fa ter. 
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thfl rwm form the southwejtdoof nri 
follow the polh until you come to the room with o Final Guard Inside. Defeat the tower¬ 
ing knight to gain access to a HP Max Up then exit through the west doorway. Drop 
o the bottom of the next room over. Enter the south corridor. This 


wwpon IHu the Royal Sword lo finish 
the fob. When yw're done, exit the room and go to the bottom left corner of the 
area with Ghost Dancers floating around. Swing at the floor to reveal a breakable 
wall Drop inside to find o Shamott Ring, an accessory that increases the amount 
of EXP you receive, leave the room then continue west to find the door to the 
boss. Don't enter it yet though. Go through the south corridor and save your game. 
Follow the path south toeventually find on MP Max Up and Steel Greaves, The wall di- 
redfy to the right of the Greaves is a false wall. H it it three ti mes to reveal a room ca rryin g the 
Winged Boots. 


© is now a fearsome archer 


One of tke game's few Holy enemies, many of the best weapons 
become lackluster on these angelic snipers. Switch to Dark weapons 
like tke Jet-Black Whip and the Book of Death, This Is actually one 
enemy that gives a purpose to Dark Rift, 


room contoins a cross 

lot's needed to complete Wind's "Pray Before the Cross" guest. Exit from where you 
]me from and start moving west again. 


OBTECTIVE CHECKLIST 


Go west until you come to a glowing green cart. Push it left o bit, then swing you 

weapon at the ground It was originally on to reveal a breakable floor. Drop to th 

bottom of the pit and swing at the right wall three times to reveal another secret roan 

Enter the right room to see several Rippers swarming the area. Use a spell like Chai 

Lightning (bought in Vincent's shop) to eliminate them all In a single shot. Grab tl 

Gateau Fraise, Wheat Rollj and the * 

Longues de Chat before leaving the P 

room. Walk over to the west doorway h i 

and kill the Mothmen inside to clear the 

path to a HP Max Up. When finished, 

leave the room and climb to the top of Hu 

the hole. Start walking west again until 

you enter a building. 


The long hallway west of the first Warp Point of tho stage has 
a train inside* The train appears after you've walked down a 
quarter of the hallway. If nothing is done, the train pushes you 

ipossible to proceed 


back into the Warp Point room, making it im; 
unless something Is done. Dismiss your partner and walk down 
the shaft until the train hits you, then immediately hold - end 


This polh Is extremely straight forward. The only things you need to keep cm eye out r 
ore ihe Mothmen and Nyx that appear in this area. Both hove the ability to poison yi 
so you may wont to equip Charlotte's Cure Poison spell for the trip. 


Travel west and eliminate ihe Buster 
1 Armors and Light Keepers you run in 

I a. * /hiy:ping ut ‘:ii3 Auric: 'i mis- 
v i : f ; u-;:, 1 silc shot to reeled it bark::! him i> es- 

H penally effective hare, so use it often, 
I Near ihe end of the long hallway is a 

_ breakable roof. Swing at it three times 

to break it, then Griffon Wing your way 
to the top to obtain a Shogun Helmet and o Kugelhopf. Continue west until you 
find a Save Point, then leave the room and climb north. Follow the path until you see a 
doorway to the east. Enter inside to find a stream of Ghouls protecting an Assassin s 
Cap. When the room is dear, go bock to the west room and follow the path northwest to 
fei the Gateau Marron. Exit ihe area out of the southwest doorway. 


or ms into a 


man 


f te moon is 


The Werewolf lurries a handful of physical attacks aimed to keep you from 
launching ranged assaults. His standing punch, dashing claw slash, and dashing 
uppercut are all avoided using the Back Dash. His other abilities, like his pole threw, 
□re avoided by crouching in front of him. He cun even summon wolves to hack up his 
offense, but they're easily dispatched with a single swing if your weapon. 

Keeping your distance from him isn't necessary though. Charlotte's Summon Crow 
spell acts as an Incredible back up offense to any normal assault. Summoning 
Jonathan then jumping over the Werewolf to commence a pinier attack, quickly 
eradicates the beast's life bar in seconds. He's also weak against the Holy attribute, 
so the Vampire Killer and Jonathan's Bible subweapon only fortify the massive 
damage output. The Vampire Killer's Critical Art deals almost 400 damage to the 
beast in a single hit, and since your MP is regenerated at the end of the fight, 
there's nothing to stop you from going hog wild with your MP reserve. Launch the 
above assault in gfee as the Werewolf crumbles in mere seconds. 
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Softer tBe ffereWo/fBarks Bis fast Bard, tBe fin afpain tiny tBatfeads to JBrauners domain opens. JSefore Beadiny inside, mafn 
a stop By Vincents sBop and Buy a few Backup items in case tBey re needed *W%nycu Bave tBe items you need travel out to 
tBe Warp room next to tfte fecarde sisters and prepare to enter djrauners domain. 


When Brauner yells "Blood art technique!" two red streams of paint appear on 
screen. The formation they appear in depends on the motions he makes with his hands as its starting. There are 
three types of this attack, the first being two horizontal line parallel to each other. The second is a "V" shaped 
mark, while the third is an "X" shape. In the case of first two versions of this move, stay close to him until either 
type of attack comes oat, then double jump away from him. There should be just enough room to land in a small 
clearing at the edge of the screen. When it comes to the "X" shaped painting, move away from him immediately 
and creuch directly under the "X". After any of these attacks, Brauner yells "A pointing of the soul!" and sprays 
blood over the area around him. This attack won't hit as long as you retreated away from him during the streak 
attacks. Also note that any of the paint he places on the field can be removed when it's attacked. It's vital that you 
clear any paint that may obstruct your path as soon as it's placed on the field. 

Brauner's other abilities consist of three terrifying creatures that are placed on the field after he yells "I'll make 
you my masterpiece!". The myriad of floating heads he summons have the ability to petrify your character. Deflect 
them by rotating your whip around in a circle. The two giant grey monsters that appear on the field are avoided by 
waiting for the bottom to move first, then jumping over it and staying grounded while the second passes overhead. 
The final creature he summons is a pair af green fan blades that roll across the field. These can only be evaded if 
he performs the attack from a distance, in which case you can walk with the blades as they pass over you. 

--“““ “ ' ~~ Brauner's final ability causes him to change into a painting and bounce around 

the field. Pay close attention to the direction he's bouncing to evade his charges 

towards you. He's open to attack 
^ during the entire duration of this 

move, so take a few swings a! him if 

[fl B he isn't flying towards you. 




Pjfcn artist %v/7c free time a vamyire aiicfrencuncetfRuinanity* 


The Vampire Killer is easily the most damaging weapon against this cretin, so if 
you don't have it already, get it. Your entire offense this fight revolves around 
attacking with the Vampire Killer and canceling the attack into a Critical Art 

Repeatedly perform this sequence until Brauner uses one of his many 
painting techniques, then back away from him to the other end of the screen and 
prepare to dodge the attack. Don't bother summoning Charlotte, she'll only take 
hits and lower the MP you need to use the Vampire Killer's Critical Art, 
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the very bottom of the bridge is an area you can drop through by pressing *+ 0 
tec you're below the bridge, go to the southwest corner of the area to find o HP 
‘ax Up. Now, return to the top of the bridge. The top right corner of the castle wall is 
eokohle. Attack It three times to revecl Foie Gras. Now jump over to the stand in the 
ddle of the bridge to pick up a MP Max Up. When ready, jump over to your left to 
tain a 2000 G bag sitting on a ledge. Now enter the building to the west. The roof 
the first room you enter is breakable. Open the path then enter Inside to find the 
eed Up spell and a Robe Decollete. 


TBe doorway to ffracufas domain is now open. JBefin ufjufiit lies aBeadofyou „ sc 
save your j a me andmade tBe preparations needed to tade tBe master oftBe niyBt down . 
_ may want to avoidfiyBtiny Bim for now andwordon compfetiny any extra quests 

M you may have missed to Become stronger, fffiyou re eayer to endtBinys now tBouyB, 
marcB tip tBeBfoody stairs of tBe ffit rone fycom and enter Bis quarters. 


ITEM CHECKLIST 


1 BOBE DECOLLETE 

2 SPEED UP 

3 2Q00Q 
RHP MAX UP 
5 MP MAX UP 

B BREAKABLE WALL "FOIE GRAS 


THRONE ROOM 


* rw 1 


OBJECTIVE CHECKLIST 
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Dracula and Death team up to stage a joint attack never before witnessed* Dracula 
teleports around the room while Death flies overhead, taking swings at you on the 
ground with a downward slice* Both Dracula and Death share the same HP, so hitting 
either of them, whether it's Death or Dracula's head, lowers that total amount. 

Whenever Dracula comes out of his teleport he fires one of two different types of 
fireballs. The spreading type can be nullified with attacks or jumped over, while 
the orb fireballs must be jumped over or crouched under. 

Use the Griffon Wing to repeatedly leap to the top of the room whenever Dracula . 
yells "Bat Form". A screen engulfing bnt charge comes soon after, which deals 
massive HP damage if it connects. 

Death and Dracula have one last team attack that they us when they're tow on HP. 
Death summons a myriad of mini scythes across the screen, which Dracula turns 
into flaming orbs after a few seconds pass. The orbs can't be avoided if there's too 
many onscreen, so dissipate the scythes when they're first released with weapon 
attacks to weaken Dracula's follow up. 

The trick to this fight is to keep moving. Death only swings at you when he's 
completely aligned with your character. Bait him to swing by letting him hover 
over you, then move left or right at the last second. Death leaves the screen 
momentarily whenever he swings hts scythe. Use this moment to stage an attack 
against Dracula by swinging your whip at his head. Stoge an attack against Death* 
whenever Dracula is teleporting around the screen to earn a little more damage 
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'The true master c j"t(ie castle. 
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As a final desperate effort. Death gives his power to Vlad, causing him to shape 
shift into a giant monster. Dismiss Charlotte and continue your attack with the 
Vamprie Hiller—paying close attention to the beast's actions in order to avoid 
his deadly attacks. # 
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If he lifts his head and draws his arms back, 
a charging knee attack is coming. Slide under 
the knee using the Lizard's Tail to avoid 
damage. His ground punch maneuver, which 
causes rocks the spray from the ground, is 
avoided with a quick Back Dash. In cases where Dracula flies to the top of the 
screen while raining fireballs across the stage, slowly walk away from him 
while stopping in-between each fireball burst. 

Two massive hands surround your party whenever Dracula sits on his throne. ^ 

If both hands move dose enough to your character, Dracula initiates a crushing *" v ' 
attack that automatically eliminates them. Avoid certain doom by attacking 
each hand with the Vampire Killer's normal attack and Critical Art, which 
slowly pushes them away. Summon Charlotte to help you with the job, who can 
concentrate on one hand white you deal with the other. With both keeping a 
hand at bay, Dracula usually retreats from the plan after a few seconds pass. 

The object of this fight is to concentrate on landing the Vampire Killer's 
Critical Art, which deals massive damage to the overgrown bat. Don't bother 
summoning Charlotte, strike with the Critical Art whenever Dracula finishes an attack, then prepare for his next 
assault. With fast reflexes and careful MP management, the Belmont's eternal rival will fall to the same whip 
that's destroyed him many times before. 
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L he iNest ol evil , which asks you to find 
m completed^ a new area opens near the 
:hat§6 d irectly under the grey bridges just 
Nest of Evil. rhis amalgamation of hack' 
te enemies seen in Castlevania: Dawn of 
onal and doesn't need to he completed to 
sent arc very challenging and offer a hand 


t nee a room is entered; the doors behind you close, so you must complete the 
i um before you're able to move on. Only the door leading to the next room in 
t ;e dungeon opens after a room is cleared, so you can t retreat bach to a previous 
Broom, There are Warp Points placed every two floors, which can be accessed and 
i ed to teleport to tbe have Point on tke first floor. This is important to keep in 
i’ md when you ve just been through a rough section of the dungeon and you need 
t be rejuvenated. You can always teleport hack to the same point again when you're 
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f n those instances where you Ye low on rejuvenating items and a Warp Point isn't 
close, the Healing Mail can be used as a last ditcb effort to gain life back in an 
empty room. It restores 2 points of H P for every second you re walking so tbe pr 
jjjvess is slow, but if you liave the time, walk into a wall for a few minutes to regain 
t o HP you need for the next room. 





































































TLOOR STRATEGY 

— FLOOR I-ROOM I — 

A Quetzakoatl and two Dead Warriors inhabit this room. 
Wotch the Quetzabotl's bouncing path to evade being 
hit, then attack its hood as it bounces away. The Dead 
Warriors are riding on a fixed path, so stand just outside 
of their riding distance and swing at them. 


— FLOOR 2 - ROOM I — 

The Minotaurs in this room die almost instantly to the 
Vampire Killer's Critical Art, which can hit several of them 
in o row if you're close enough. Take a swing or two after 
it hits to finish them if they manage to survive. 


— FLOOR 3 - ROOM I — <1 

The Dragonflys die to a single attack, so swipe at the; i 
with the Vampire Killer for an easy kill. Bounce the Buster 
Armors shots back at him with your own attack to quick! yj 
move along to the next room. 
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— FLOOR 1 - ROOM 2 — 

Attack the Bone Arc immediately to remove it before it 
has a chance to fire. The second Demon spawns on the 
opposite side of the room, so don't walk that direction 
until you r ve dealt with the first. Repeated jumping attacks 
make quick work of the Demons with the Vampire Killer 
in hand. 


—FLOOR 2 - ROOM 2— — FLOOR 3 - ROOM 2 — 


A fully powered Summon Frag spell does wonders in this 
room if you hove it, but if you don't, use piercing light to 
deal with the Jack 0' Bones, then crouching in front of the 
Final Armor and dangle your whip to hit it repeatedly. 


— FLOOR 1 - ROOM 3 — 

Abuse Charlotte's Ice Fang spell against the Lightkeepers 
while Jonathan slops the Mothmen aut of the air. 
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Heavy Armor takes his lime swinging his mace, so bri u 
him dawn as he's spinning it to avoid a drawn out batt« . 
Once they're out of the picture, jump and attack t e 
Ruler's Sword a few times to move along. 


— FLOOR 2 - ROOM 3 — 
(BOSS) 

Balare inhabits this room, a massive giant with o single 
eye. If his eye flashes purple, then duck to avoid the 
incoming beam, If he moves his fist towards his body, 
Batkdash to ovoid his deadly uppercut. Whenever he lifts 
his fist towards his head, crouching under the first strike, 
then double-jump vertically to ovoid the follow up blow. 
Jump and whip the creature repeatedly in-between his at- 
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— FLOOR 3 - ROOM 3 — 
(BOSS) 

Dogether can be eliminated in a single hil, so take t m l 
down immediately. The Skeleton Blaze likes to perk m I 
sliding kicks, so do a quick crouching attack whenever iufl 
think one is coming. The Cave Troll is extremely danger s, 
so approach him with [notion. Attack him then cancel le j 
attack into a Backdash to move away from him. If he Ie ps ' 
vertically into ihe air, back away from him to ovoid a dc faj 
ward tongue attack. Afterwards, he often jumps forv rfl 
with a spinning tongue attack. Slide under it then attacl 
back when he recovers to score a hit. When he's dealt h, { 
move along to the back of the roam to find a Doge ter I 
spawning in an attempt to catch you off guard. Slap Ini 
once wilh your whip to move along to the next area. 
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— FLOOR i| - ROOM 1 — 

As you enter the room, summon Charlotte, crouch, then 
start winging repeatedly. The Armored Fleomen should 
run directly info your strikes. The Guillotine?, who r s flying 
around aimlessly os always, is brought down with a few 
basic jumping attacks. 


— FLOOR 5 - ROOM 1 — 

The Lesser Demons lose out big time to the Vampire Killer, 
so hit them a few times to bring them down. The Skeleton 
Farmers throws seeds that grow into Une and Mandrago- 
ras. Attack them after the plants disappear and before 
they throw more seeds. 


— FLOOR 6 - ROOM 1 

Initiate the Dark Rift spell as you enter the room to absorb 
the projectile bones the Gold Skeletons throw. With their 
only method of attack nullified, swap over to Jonathan to 
finish the jab with his whip. 


— FLOOR 5 - ROOM 2 — 

The invisible swordsman Alostor becomes stunned every 
time his sword is hit. Continually hit his sword to assault 
him without the threat of a counter attack. 


— FLOOR 6 - ROOM 2 — 

Time Stop completely freezes the Doubleaxe armors in 
the room, so use fully powered version immediately then 
switch over ta Jonathan kill them off. 


— FLOOR 5 - ROOM 3 — 
(BOSS) 

The Demon Heads take forever la get moving, so hit them 
while they appear to defeat them before they have a 
chance to attack. Yorick is*„we!l, Yorick. Hit them once to 
move along to the next area. 


— FLOOR 6 - ROOM 3 — 
(BOSS) 

If Zephyr jumps to the roof, Lizard Toil under him as he 
goes downwards to avoid his knife. If he draws his arm 
back, jump vertically to avoid his triple knife throw. Don't 
attack him if he flashes briefly, doing so causes him to 
initiate a time stop attack. 


M - ROOM 3 — 
(BOSS) 

[ 1 Vampire Killer's Critical Art is extremely potent against 
f goth, so abuse it frequently. If the monster leaps ta¬ 
ds you, slide under him to avoid the following stomp, 
e leans over and starts to shake violently, back away 
t he edge of the screen to avoid his incoming gas attack. 
I a starts firing a laser from his mouth, run forward and 
ich in front of him to avoid the shot. 


— FLOOR n - ROOM 2 — 

lie Iron Golem is pretty slow in general, so keep your 
stance and attack him with the tip of your whip. Both 
,5 kick and fire breoih attack are easily avoided with the 
ack Dash. On an amusing note, using Charlotte's Tem- 
st while the Golem attempts to release his fire breath 
uses the flames to be blown away! 







































































































FLOOR 7 - ROOM 1 — 

Double-jump over Amducias to ovoid both his dash and 
lightning attack. Strike him during the lightning attack for 
plen ty of damage. 


— FLOOR 8 - ROOM I — 

Immediately start crouching and attacking as you enter 
the room. After the first set of Vice Beetles are defeated, 
prepare far a second set soon after, which is dealt with in 
the same way. 


FLOOR 9 - ROOM I 


There really isn't an easy way ta fakle this room. Be 
of lie Creatures tend ta cover the others weaknesses 
they can be hard 1o manage. A pincer attack is ihe 
effective attack option, which needs to be hack by con¬ 
stant Critical Arts with Jonathan's Vampire Killer. 


FLOOR 7 - ROOM 3 


Cast Dark Rift in this room ta suck in the bones the Gold 
Skeleton's throw. Defeat Master and the Gold Skeletons 
with whip strikes as they attempt to deal with the mini 
black hole. 


— FLOOR 8 - ROOM 2 — 

This ream contains only a single Rater's Sword inside, 
which is hardly o challenge at this point. Swing at it 
with the Vampire Killer and walk to the next room in 
disappointment. 


— FLOOR 7 ■ ROOM 3 — 

Rush in and attack the Bone Ark with the Vampire Killer 
as fast as passible. Double jump over any of the shots that 
get released, then continue attacking when you land. 


— FLOOR 9 - ROOM 2 — 

This is a beast of a room. Cave Trails inflict autragec 
amounts of damage, so avoiding taking hits is your b 
gest priority. Don't rush in; carefully approach each en¬ 
emy so that only one attacks at a time. Walk just in i 
range to attack then cancel into a Backdash then fur 
vertically. After the hit, they'll either perform o tone 
attack, o jumping tongue attack, a green shield, or jur t 
forward. Regardless of what they do, you can come do 
with another strike. If they did the tongue attack, stri 
them again when you land. If they jumped, jump av, 
from them again to avoid another tongue attack then 
peat. Take it slow and you should dear the area with, 
taking o hit. 


— FLOOR 8 - ROOM 3 — 

. (BOSS) 

When Aguni flies off of the screen, continue moving until 
he hits the ground then jump to avoid the fire wave. If he 
spits fire on the ground, jump vertically over each wave 
then attack Aguni at the peak of your jump. If he ever 
fiies backwards for a second, immediately duck to avoid 
n charging attack. Finally, if he lifts his bond and starts 
moving towards you, continue running away to avoid his 
daw slash. 


— FLOOR 9 - ROOM 3 — 
(BOSS) 

Use lime Stop to deal with the Doubleoxe Armors. Me 
in and start using Critical Arts on the Iron Golem, th n| 
kill the last of the Doubleoxe Armors while they're 11 
frozen in time. 







— FLOOR 10 - ROOM I — 

This is basically a throwaway room. Yorrck dies with o 
single swipe from your whip. Keep on eye out for the skull 
he kicks though, which should he hit with your weapon to 
avoid harm. 


FLOOR 10 - ROOM 3 — 

i very thing in this room is weak to Stone, so use Chon 

lOtte's Summon Medusa spell or a Medusa Whip [both 
;ems found off of the Medusa Head] to make quick work 
B of everything here. 


— FLOOR 10 - ROOM 3— 
(BOSS) 

he U-shaped formation is avoided by using the Griffon 
,J ing to repeatedly hit the roof in the middle of the arc, 
he performs a U-shape turned on its side, retreat to 
' e earner of the room and crouching. When he draws a 
me across the mom, crouch and start attacking in front 
! you with your partner out to eliminate the bugs. Or, 
ou can just scrap the whole dodging thing and simply 
se a fully powered Tempest to deal with the bugs, which 
ileids you from harm against almost every pattern he 
itJ£ under his belt. 


— FLOOR n - ROOM I — 

Defeat the Vapula with a few whip strikes, then jump over 
Amducias and hit him from behind like before. Continue 
jumping over him if he repeatedly uses the dash attack. 
Strike only when he fires the lightning move. 


— FLOOR II - ROOM 3 — 

Use a fully powered lime Stop to help against the Amo- 
(aric Sniper. The Heavy Armors have huge delay on their 
attacks, so wait for them to start spinning their moce, the 
whip them a few times ta proceed. 


— FLOOR II - ROOM 3 — 
(BOSS) 

Use a fully powered Time Stop to have your way with 
these jerks. If you don't have it, Summon Crows and 
Thunderbolt work well against Old Axe Armor. 


— FLOOR 13 - ROOM I 

The Wyvern in the sky makes it difficult ta Back Dash 
away from the Cave Troll's attacks, so use Time Stop to 
keep under wraps. The Cave Troll Isn't affected by Time 
Stop though, so deal with him normally when the Wyvern 
is frozen. 


— FLOOR 13 - ROOM 2— 

The Malphas have o terrible starting period that mokes it 
easy to defeat them before they're full active. Attack them 
repeatedly one-by-ane to clear this room unharmed. 


— FLOOR 12 - ROOM 3 — 
(BOSS) 

The Vampire Killer is useless against this party, so equip a 
slashing weapon like the Royal Sward, Tackle Sypha and 
Trevor first, as Grant is practically harmless. Dark spells 
like Hightmare [obtained from Malachi) and Dark Rift 
aren't bod against the group, so use them when possible. 
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Doppelganger takes the shape of Jonathan or Charlotte with whatever 
equipment you currently have on* So if you have a Vampire Killer and a BibU 
on, those are the weapons the Doppelganger will use. Interestingly enough, if 
you change your items during the fight, the Doppleganger won't match your 
changes* Before entering the fight, remove all of Jonathan's equipment to 
cripple the Doppelganger* Once you're inside, equip all of your items again and 
watch with glee as the Doppleganger attempts to stage an offense with his bare 
hands* Attack him as normal without the worry of taking damage; he'H only 
deal a single point of damage to you at most* 
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THE GREATEST FIVE 


E tNest oi Hvil is completed, your reward is the 
r crful Dual Crush of all-— Fkc Greatest Five* 
dess ability summons 5 legendary Belmonts 
ii f which inflicts from 60G to 1000 damage 
ling on tfie screen in an instant. When com- 
h the Magus Ring (a reward from Wind for 
lg every quest), your limitless pool of MP can 
whenever the Dual Crush ability is available to 
anything that's standing in your way. 

























































Vising He-lfTt&t 
PorkpJe Hat 
Traveler's Hat 
Shogun Helr<i&t 


t'jfyefc&Tne to df/ie Xyryjft, a miseraEfe fittfe -pile of secret? tftat Eoasts a variety oforptionaf tfxinys tv do after you ve comp fetedtfie 
mahtjame. tffte content Here contain# various mode* fpfay tftat are not of tfie norm, ranyinjfrom extra.? quests tftatfeature off 
friend?fromyreviousy times. to special -modes tftat enaEfe you to listen to tffe various scundspresent in tfie yame. TTcss some Wood 
in tfiefrepface,your a y fa?? ofwine , and Erowse tftrcuyfi tins section wit ft a vicious y tin that wouldmade even tfie Xfcunt Eimseff 
Jealous of yourfnddnys. 


Wtut is a man witftout ftis secrets i 


"C)j3ticinaff.n(Cinjs 

As mentioned, in the walkthrough, there are two major endings; 
one had, and one that is Letter. The had. ending is received if 
you defeat Stella and Loretta normally, without curing them of 
their vampirism, The good ending, and access the extra areas, 
is obtained by successfully bitting Stella and Loretta with the 
Sanctuary spell (found in Sandy Grave), Once done, access to the 
remainder of the game opens, and the true ending can he obtained. 

In addition to the two main ending types, there arc two small 
variations to the true ending, Vincent is hitten by a vampire right 
after curing the sisters, causing him to start acting a little nutty 
whenever you speak to him. It s possible to cure him with the 
Sanctuary spell, just as you did the sisters, which earns a typically 
happy ending. You can choose not to cure him at all, which earns a 
slightly odd ending once you heat the game, l here is, however, no 
difference in gameplay if you choose not to cure Vincent. 

In either case, the true ending is needed to unlock the majority of 
the modes found in thus section, if you want to check out the ton 
of extra content contained on this cart, strive to earn the 
best ending! 


After obtaining the true ending for the first time, a hat symbol 
with the words Ydear” inside it appears next to your save file. 
Pressing * on the directional pad moves the cursor over to the 
symbol* if selected, this option enables you to restart your game 
with the majority of the items you've earned intact (save for a 
few mobility and story-based items). This includes all oltke 
HP and MP Max Ups that you've received throughout the game. 
This mode is especially useful when combined with Hard Mode, 
which is your only means of having a fighting chance against the 
castle's upgraded minions. 



¥£mfZQfode 

After defeating the final boss and obtaining the true ending, Hard 
Mode appears. Hard Mode is an altered version of Jonathan and 
Charlotte's quest with a major difficulty increase. Not only is there 
a lower maximum level cap for your characters, hut all of the en¬ 
emies present have gained upgraded statistics and abilities. Zom¬ 
bies, for instance, walk faster and gain tke at ility to poison you if 
you're touched. Bats now deal over 100 damage if they hit you! 


The New game+ feature can be used with Hard Mode, which is 
necessary because of the absurd difficulty level of the enemies 
present. Hard Mode is accessed by selecting “Jonathan* after 
choosing a save file in the game start menu. Select "Hard" when 
a new menu comes up. There are a few items that can only he 
obtained by defeating all three versions of Hard Mode, so if 
you're dead set on getting everything, Hard Mode is the last 
thing you need to cover. 

ITEMS EARNED WHEN HARD MODE IS CLEARED. 


LEVEL CAP 

ITEM EARNED 

LVL 1 

S# KONAMI MAN 

LVL 25 

Jt* twin bee 

LVL 50 

^ VIC VIPER 


%teffa §rX.cretta Zffode 

After heating the game and obtaining the true ending, go to 
Game Start on the main menu and select a save slot. When the 
menu asking you to select a character appears, choose “Sisters* 
m this mode, you control the Lecarde sisters, who play in a 
completely different manner than the vampire hunters you're 
used to* Both sisters can fly, enabling them to move to any point 
on the screen. MP slowly drains as they re airborne, which is 
refilled by grounding them. Instead of attacking with button 
presses, the stylus and the touch screen are used to stage an 
offense. In the case of Stella, drawing on the screen attacks in 
that area with a magical slash. Loretta, on the other hand, fires a 


beam of ice from her body towards the area of the screen you’re 
touching. Both attack types waste MP when used. The sisters also 
don t have an item menu, so they can't pick up new equipment. 
However, they can still earn level ups by defeating enemies, and 
the HP and MP Max Ups spread th loughout each stage can still 
be added to their stats, d his mode is a fun departure and in some 

ways hears more resem¬ 
blance to classic Konami 
shooters like Gradius and 
Lifef orce than it does 
Castle vania! 




Obtaining the upgraded-VampireH\iller (by defeating Richtea) 
and earning the true ending opens up a mode that enables.you 
to play as Richter and Maria—the stars of Symphony of the 
Night and the one Uastlevama that never made it to the states, 
Dracula X: Rondo of Blood, lo start the mode, select Game ' * 
Start at the main menu, then select a save file, A menu with" 
names should appear, asking you to select either Jonathan or 
Richter as your playing character. Select Richter to get the * 
ball rolling. 

Richter & Maria do not 
have a status menu, so thev 
can t pick up new items or 
abilities* 1 hey can, however, 
gain HP and MP Max Ups 
and Level Up normally 


although your EXP 
accumulation cannot be 
J viewed outside of the Level 
indicator on the top left 
| corner of the screen). 














































































RICHTER’S SPECIAL ATTACKS 



■weapons 


MARIAS SPECIAL ATTACK 


weapons 


NAME 

COMMAND 

MP USE 

ATTRIBUTE 

INVULNERABILITY 

DESCRIPTION 

Drop Kick 

*+©, then © 

0 

x: 

No 

Flying drop kick. Richter rebounds and 
performs a back flip if it hits a wall. 

High Jump 

t+L Button (or 

L Button while 
jumping) 

0 


X 

No 

A Rising uppercut. Great for getting to 
high places. 

Back Flip 

While jumping, t+L 
Button 

0 


Yes 

Midair back (lip. Invulnerable (or a short 

period of time after being Initiated* 

Tackle 


30 


y; 

Yes 

Body tackle. Recovers instantly if it 
doesn't kill the enemy. 

Spinning Kick 


15 

* 


Yes 

A lunging spin kick* 

Combo 


80 

x: 

Yes 

Unleashes many of Richter's skills 

back-to-back. Completely invincible to 
enemy attack from start to finish. 


NAME 

MP USE 

POWER 

ATTRIBUTE 

Axe 

20 

15 


0 


Cross 

24 

7 


Holy Water 

IS 

5 

m. 


Grand Crass 

120 

12 


w. 


NAME 

COMMAND 

MP USE 

ATTRIBUTE 

INVULNERABILITY 

DESCRIPTION 

Guardian 

Knuckle 

t*+*+0 

30 


Yes 

K- 

Restores HP when it hits. Can be used 
against breakable objects for the same effect. 


NAME 

MP USE 

POWER 

ATTRIBUTE 

Holy Dragon 

20 

16 


Phoenix 

20 

12 



u 

Byakko 

20 

9 

& 

Genbu 

20 

7 






High Jump 


Upper Axe 


COMMAND MR USE ATTRIBUTE INVULNERABILITY 


t+L Button {L 
button while 
jumping) 


Running 

Axe 




Smash 




Deadly 

Axe 


♦ ■+ +o 


MUS-IC ^ 000 > Q Q 
if>V01CE ^ 015 ► 


(PBkb dPfcntusr 
A 

To play as the finest enemy that’s ever 
attempted to thwart a Belmont s treh into 
Dracula's domain, defeat 1000 Old Axe 
Armors in Jonathan's quest and obtain the 
true ending, ^hen the conditions have 
been met, select Axe Armor from the char 
acter select menu after choosing a Game 
Start save file. 


USses 


| Obtaining the good ending opens up several other features as 'well, 
including Boss Rush Course 2 and 3, and Sound Mode. Sound 
Mode enables you to listen to any of the games music or sound * 

I effects. This includes th e voice work done for the main chara^t^rs. 

I Both modes are accessed through the main menu at the title screen. 


VOICEOVER CHANGE 


AXE ARMOR’S SPECIAL ATTACKS 


Hold the L Button at the title screen and press start to change the English duhhing to the_original Japafi^e dub. This is a dun optity 
to toy with if you're a fan of Japanese culture. 




Boss Rush Mode is an endurance test against theibosses you've * 
faced throughout the game. Once a course is selected, your leajn 
is pitted against a string of selected bosses back-to-back, with 
breaks in-between action. The object of tbe game is to complete 
every boss on the course in the shortest amount of time possible. 
Rewards are given to the player for completing each eo 
a specific time period. ^ 

1 he levels and items your characters have match ihe statistics present in the game file you select. The only catch is tha 
:ap for each boss rash course, level 40 for course 1, level 50 for course 2, and level 60 for course 3, As 
secrets section, you must obtain the true ending before you can play through Boss Bush courses 2 and 

8033 RUSH REWARDS 


REWARD 


ASTRAL RING 


INVISIBLE CAPE 


RECORD 1 


ILLUSION FIST 


RECORD 2 


SCOUT ARMOR 


TIME REQUIREMENT 


CLEAR COURSE 1 IN I MINUTE 


CLEAR COURSE 1 IN 3 MINUTES. 


CLEAR COURSE 2 IN 3 MINUTES. 


CLEAR COURSE 2 IN 5 MINUTES. 


CLEAR COURSE 3 IN 3 MINUTES. 


CLEAR COURSE 3 IN 5 MINUTES. 

























































































































































WintCSe 


'cu \artous 


number ofenemies> iofndtnj certain special items, t 
m iny new tec finises* OVCiny oftfie Best items in ifie 
YV^M yame are obtained as quest reward, so tfiey t* 
ipH certainly Worldyour time- zityew quests he cos 
avai/afle as you clear old quests anddiscover 
iT}?acti/a s C Castle, 


new areas in 


There is a room in which many ghosts gather. Defeat the Great 
Ghost that appears there. 


The priest should have some use! 
room. Get the potion and map. 


NOTES 


NOTES 


The room mentioned is in the Sandy 
Grave area. Move to the bottom 
room in the northeast corner of the 
map. Several Ghosts should spawn 
in various spots there, which need 
to he hilled several times over 
before the Great Ghost makes his 
his endeavor is the Bible Suhweapon. 


appearance. 


Go to the Butcher in town and mince some meat to 
get “Ground Meat/ 


NOTES 


NOTES 


Within City of Haze, find a room 
with meat hanging off of the walls 
(a single Axe Armor is inside). la 
off your weapon and punch the 
meat to receive Ground Meat. 11 
Bullet Punch knuckle is earned 
when you succeed¬ 


ed ne of the few quests where the 
description isn't vague, simply 
kill 10 Hill Guards present in the 
center of Draculas Castle to earn 
your prize, Whip Shill 2. Now you 
can perform a downward strike wit I 
whips in midair. 


-It G’ Ghosts of the Desert 


The Spinning Art 
The Statue's Tear 
Poison vs. Poison 
SrudSes dons. Press © 


Bible learned. 





Kt;. 1 

! i'Wf ■ • 4 

Hi 



HI 1 

_} ' H 

1 J '[[PI r- 1 It f 1 

■1 
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After this starter quest is received, 
walk to your right and buy a Potion 
and Castle Map 1 from Vincent. 

& '• 





Quest Successful 



Your reward is the Lizard tail 

Relic, which allows you 

(Jwsts. of the Desert t 

S'-vkl ■; ■ix-i'i. fVfSf. O 


i m 

r The should have son® useful 

1 


for moo in thfc r&sl r«m 

Get the potion tfvi map. 


to slide. 



onai 


come 


NOTES 


NOTES 


Input the command in one srrtool 
motion quickly. Hold the final ini 


1 he Dteull King, an item dropped trom 
Lesser Demons, automatically curses 
the wearer in exchange for a stat boost. 
Find and equip it then speak with 
Wind to finish this quest. The Blessed 
Ring is earned when completed. 


l*y! tor a split second, then £ 
the attack button. You'll obt; 
the Spinning Art Relic upc 
Jetion. 


compJ 


Find the Statue s Tear b 


iurie< 


here. 


me three times 


NOTES 


I onai 


:orm 


i n a row. 


Go to Nation of Fools, go to the 
bottom left corner of the map. 
Press up at statue of the Virgin 
Mary J onathaiTs Holy Wat er Sub 
weapon is your reward. 


NOTES 


Find tin 


an, let s see you enter this com mam 


onai 


NOTES 


NOTES 


Input the command in one smooth 
motion quickly. Hold the final input 
(♦) for a split second, then press 
the attack button. You'll obtain the 
Martial Art Relic for your efforts. 


H li'inb m a sandy area mlvstcd wi th 

9 mummies fame screen to tile right 

I of the leftmost screen). The bird 

P spawns at random when you enter 
?h from either end (stand still immediately after enter¬ 
ic won t always make an appearance. Once he does, lie II 
. your location until he notices you, then immediately 
. Use J onatbans Subweapons (like the Javelin) to defeat 
re he leaves the sereeq. The reward for this quest is the 


Charlotte, I ll teach you a 
three nun items. 


I], Come hack 


NOTES 


The items Wind refers to are the 
Nun s Rohes, found in the Great 
Stairway, Nun s Habit, also found 
the Great Stairway, and Nun's Sht 
found in the City of Haze, The sip 
Heal is obtained when completed. 




















































































Supersonic Punch 
Overcome trie Curse 
The Statue's Tear 


'? PlOteWl vs. Poison 

STyd*eH tknitf Prc: 

J'iai-ariufii MP inct eased* 


Wte %jsmr efUejcncf 

Become a master of tile “Javelin . I will tken feequeatfe 


you my spear. 


NOTES 


Raise the mastery of the Javelin skill j 
to its maximum, This technique is 
obtained from Armor Knights as a 
rare drop. The reward (or this quest 
is Alucards Spear, 


ZfiCeHtmf X&ahthyp 

*-4 - TfVTT 1 I I I _ _ 1 AA 1-Lar> Vfcja nlj 


Go t»i„ you, INT to at least 100, tlien come Wit. 

NOTES_. 


V'VaMf. 1 QUESTS jX 

*■ Supersonic Ftndi 

* Qverotme the Curse 

+ TE* Statue's T^iir 

m* 

> Poison vs. Pcteori 


St jit j a^r*-. ftm O 

—I 

PlUCK Boost lewined. 



Tv 


Just as the description mentions, 
the last 3 digits of your total cash 
amount needs to be 777. To do 
this, find any candle stick without 
any enemies around it and break 
it repeatedly. They drop different- 
colored coins worth l r 10, 50, or 
100 gold. 


when the last 3 digits of 


777 


your money are 


NOTES 


Charlottes INT Boost spell raises 
your INT by 30, making it perfect 
for this quest. Her Dalmatics armor 
Aliorumnas) also raises 
by 10 points* Tout reward is a 
max MR 


and complete 388% of the 
so opens the 

found 


Go fend tfec “Tfelck Glasses”. Tfeat sfeould mTe you look 
a little smarter. 

NOTES__ 


wk cn 888% 

will open at tfee castle gates. 

NOTES 


to the ‘"Nest of Evil" 


Z^entaf Vrabtinj 

Go reduce your MP, then come back, 

NOTES 


Repeatedly use spells to drain your 

MP until it s completely empty* Your 
reward is an increase in max MP. 


Although the color dropped is ran¬ 
dom, patiently waiting for the coins 
needed to earn the exact amount 
is the best way to complete this 
quest. Charlotte's invaluable LUCK 
Boost spell is the reward. 


COIN COLOR 

VALUE 

BLUE 

1 

BROWN 

f" 10 

SILVER 

50 

r< T 

100 


102 


V 'Y/VJ' QUESTS 


- “AN— — gmr -n 

r- Supetsortc-Puncti 


* Ovgrccffte the Curse 

*■> 

r The Statue's Tear 


| Pcfeon vs. Poison. 



Swdwf Ff l?r.= G> 

1 ; Matfwifi# ttersased 


L _. 

—a 


The Thick Glasses, found just left 

of the upper-rightmost room in 
the City of Haze, must be provided 
to Wind to complete this quest. 

As compensation, enjoy a boost to 

max MR 


Go 

NOTES 


The Ghoul King is a rare 
located in 13 ltl Street. Rind any 
open area where Ghouls are coming 
out of the ground, then defeat the lit 
repeatedly. After the majority of 
them have been finished, the Ghoul 
King should eventually make his appearance. Defeat him to earn 
the Immunity Ring. 





You lack desperation. Come hack when you have no money 


Collect fr 


NOTES 


NOTES 


The five cards mentioned ar 
dropped from enemies. The 
Diamond is dropped from C 


quest, use a nearby candle stick to 
even out your money to a number 
that can be entirely sold in Vin¬ 
cent s shop, 1 he Miser Ring is your 
reward when this quest is finished. 


enemies, 


a rewan 


a new weapon. 


NOTES 


Nothing special here, defeat the 
number of enemies mentioned. 

I be reward is the Royal Sword, 
powerful two-handed blade. 


Come to me when the short hand of the great clock points to 12 

NOTES 


l he clock he s rererring to is the 
clock in the lower of Death (Wli^ 
Death is fought for the first tim^T. 
You need to speak to Wind at 
12:00 for the quest to succeed* 

to do this is to simply 


™ EL — 5 * An easy way 

change your Nintendo DS’s internal clock to midnight, then 
load up your save file and immediately speak to Wind. The 
Charlotte^ Time Stop spell. 


Go raise your MND to at least 100, then come 

NOTES 


rewar 


Charlotte s MND Boost spell raises 
your MND by 30, making it perfect 
for this quest. As with the other 
Mental Training quests, your maxi¬ 
mum MP is boosted. 


'read", Amanita' 


you want a poison swori 
id a Aong Sword". 


NOTES 


v i he moldy oread is found in the 
Forest of Doom. 1 he Amanita is a 
H t are d ro p from the Moldy Corpse, 
gvW whic fe is also found in the Forest 
I u( Dooru, Hna 11 y, E1 1 e I.ong 5word 
is found in the City of Haze. The 
e reward upon completion. 


1 )efcai a total of 3000 F 

-IOTES 


inemies. 


Bis^ iSEmS Like the A Rank f Imiter mission, 
9 the goal L simply to rack up kills, 

I 1 pout compLlnm, your : oj L 

I I be l 1 ndead Killer woip. a vve.-ifion 

I capable of killing 
immortal (after a 
etons and Red Axe Armors. 


ie normally 















































































































stomach. Go find, five different 


You should he able to fi 
you build your strength. 


Live somewJ 


NOTES 


NOTES 


The cash register from the City of 
Haze is the obvious way to get a lo 
of cahes fast (refer to the City of 
Haze section of the wait through). 
Maximum HP increases upon 
completion. 


Dcteafc several beehives m the To 
est of Doom, until the item itself 
is received. HP increases when 
completed. 


l 6 cover o: 


ie cross m 


T fight on an empty stomach. Go find a New York 


NOTES 


Find thi 


NOTES 


examine it. 


The New York Steak is a rare drop 
from the Gorgon enemy. You can 
also find one in a hreakahle ledge in 
the column-like room all the way to 
the left in the Dark Academy, right 
next to the save point. HP increases 
upon completion. 


is your re wan 


You must always he able to fight to your full potential. Go raise 
your CON to at least 100. 


There's a ghost that hopes to hear a perfor¬ 
mance in a classroom in the underworld. 
Grant his wish. 


Samurai Plate armor also raises 
CON hy 10 points, as does Char¬ 
lottes Wedding Dress. Maximum 
HP increases upon completion. 


NOTES 


Proceed to Dark Academy and find a room 
with a piano inside. Stand still in front of 

■ th e podium for 
a short period of 
time. The Record 
Player is your 
reward. 


Bring me tome ■ 
missing from my 


NOTES 


The first two pages of this manual 
are inside the Nest of Evil. Com¬ 
plete it to retrieve them. Return 
to Wind to obtain Charlotte £ best 
weapon, Tome of Arms X. 
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D.u«t Successful 
Kill Gergolh 


3%e ¥fun Srecf tTasks 


Defeat 100 different kinds of enemies. 

NOTES 


Pretty straightforward. The Sage 
Ring is obtained when completed. 


Master these three moves of holy power: “Cross*, “Holy Water*, 
and “Bible” 

NOTES 


All three of Jonathans main holy 
Suhweapons, all rewards from previ¬ 
ous quests, must he mastered. This 
isn't too tall an order, as they're all 
pretty great. Head to areas with 
weak flying enemies to grind £P 
on the Bible and Cross, and try out ^ombie-ot Ghoul “infested 
areas for the Holy Water. Your reward for mastering all three is 
the Grand Cruz; Dual Crush. 


Charlotte, use the Blank Book to put Gergoth out of his misery. 

NOTES 


Gergoth is an old boss from Dawn 
of Sorrow that's located in the Nest 
of Evil. Blank Boo k (available from 
Vincent s shop) in tow, prepare 
yourself and head to the second 
leg of the Nest of Evil. The Blank 
Book is a terrible weapon, so defeating Gergoth with it alone 
isn’t really possible. Whittle the beast down using Jonathan’s 
powerful weapon selection while adding up a rough calculation 
of the amount of damage you're dealing. He has 3800 HP, so 
when you believe Gergoth is near death, switch to Charlotte to 
land the finishing blow, tf you’re having trouble dealing even 
a couple hundred damage with the Blank Book, cast her STR 
Boost spell to give her more ATK power. The reward is Cocytus, 
a new spell for Charlotte. 


Jonathan, the time has come for you tod earn all of the vampire 
hunters skills. Charlotte, the time has come for you to learn all 
of the great sage's spells. 

NOTES 


Presented as two separate mis- 
sions, this is really just one grand 
err an d. Obtain every ability for 
both protagonists and you will 
clear Almighty an d The Great 
Sage simultaneously, earning 
tremendous spoils: Jonathan’s fctellar Sword and Charlotte's 
Sorceress Crest! 


THE FINAL WINDFALL 

All matters having been dispensed with. Wind will eventu¬ 
ally run out of work for you. At this point, you tan pat 
yourself on the batk, pleased at a job well done, and revel 
in the ultimate reward—the Magus Ring, which appears 
just outside Wind's room once all quests are completed. This 
stunning accessory drastically increases the rate at which 
NIP regenerates, leaving you free to throw around Spells, 
Subweapons, and Critical Arts to your heart's content! 

jy —9 
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Abilities 


In addition to normal attacks, which can he done (or free, Ch ar iotte and Jonathan can perform alternate attacks that require MP. 
Jonathan uses a variety of SuWeapons in the classic Castlevania style, while Ch arlotte wields powerful magic. At the beginning of the 
game, w ith limited MP reserves and unimpressive options like the Knife, $uWe¬ 
apons and Spells may seem underwhelming. For proof that eventually this couldn t 
he further from tk e case, take a peek at this section. Suhweapons and Spells can 
eventually constitute the majority of your damage, trumping your normal weapons hy 
hitting more often over a sometimes vastly wider area. Suhweapon and Spell damage 
is dictated hy the INT stat* As for the proW 
lem of MP, veterans of the excellent Aria and 
Dawn of Sorrow may remember the problem of 
MP consumption is one that can eventually he 
erased completely. 






Jonathan's extra method of attach dates all the way back to the original Castlevania, Mostly ranged attacks featuring a variety of 
b laded weapons, Jonathan's Suhweapon selection also includes several holy weapons, a few stance changes, and a few extra attacks. 
Most of his can he "Mastered* hy collecting enough SP. SP is collected hy scoring kills with a given Suhweapon. You only have to get 

killshot wt th the Suhweapon to gain the SP, so it s OK to wear them down with your 
weapons or Spells first if the Suhweapons seem weak. As you huild up SP on a Suhweap- 
it will grow steadily more powerful. When mastered, Suhweapons change in appear¬ 
ance and grow in strength. They can often he 
more quickly, as well. 





When v<>« look tlie am0Un, 
ore to master (231), you ton ; 
fl, rou9 h normal gamepW-Nj 

need to grind it out a little bi 

.„We that's relatively easy 


- 1 

MASTER 


That's a good question. The answer is yes—in the 
exact same plate. We mentioned the Imps and their 
2,000 gold Tridents already, but what we didn't 
mention are the 10,000 gold Bullovas and 7,500 
gold Hercules Rings from the Minotaurs. Not only 
are these drops valuable, you'll likely want to pick 
up one of each for yourself, as well. The Hercules 
Ring in particular is one of the game's strongest 
items. 


; Welcome to the Dark Academ, 

* past the game's halfway pom 

’ long time, and you should hoj 

» l0 build up a large arsenal. In 

I save point located halfway tl 

1 that's good for 6 SP, two 

a doien low-HP Imps. The k 
the save point." 

. when Subweapons are just 

* weak, and incapable of rein 

monsters (like the Witch ar 

, Imps for a while. Step m a 
Subweapons into the crow 
enough to see if the Imps 
sell to Vincent for 2000 g 
> . back to the save point am 
strong enough, you con tl 
niently located directly n< 
The Minotaurs, while mo 
amount of EXP andSP.fl 
smoother by equipping t 
the slightly optimis- 
: tic price of 200,000 

gold. Is there n place 
where it's possible 
I to earn this quickly, , 

you ask? ■v'v 


So, all wrapped up in one area, you have a place to 
quickly build SP, while earning the bread to build SP 
even more quickly, or for just earning more money 
in general. You'll want Salamander eventually some 
how, right? 


i out, they're usually pretty 

,ding a killing blow on stronger 
tour), so you can focus on the 
tf the room, quickly tossing 
ids. Wait in the room just long 

| valuable Tridents, which you con 

rf When MP is low, simply head 
full NIP. If a Subweopon grows 

, e on to the Witch, who is conve¬ 
ne save point, or to the M-motaurs 

enging, do offer a tremendous 
whole process can be made even 

ter Rina, available from Vincent fe 




Zombie 


For the few Subweapons this area doesn't really 
work far (ground-striking selections like the Holy 
Water and Steel Ball), it's usually best to just hang 
around Ghoul-and Zombie-infested locations, prefer- 
obly in I3" 1 Street and the City of Haze, where 
Wights and Ghoul Kings spawn. Ghoul Kings are 
worth 15 SP and Wights, which appear in pairs, are 
worth 4. Of course. Ghouls and Zombies are only 
worth 1 SP each, but they come in droves and are 
easy to hit and kill with the Subweapons that do not 
work in the Dark Academy. 


Minotaur 














































NAME 

L —-—— 

DESCRIPTION 

LOCATION 

DAMAGE TYPES 

MP SP TO 

USED MASTER 

' — 

Knife 

A Throwing knife used by hunters. Useful far ranged attacks, each individual knife 
has a striking tip. Mastering Knife adds another to the toss, making the pair a trio. 

Entrance 

1 

1 

r i 

/. 


20 

300 

Axe 

A throwing axe that is especially effective against targets overhead. The classic 
Castlevama axe, no different than you'd expect. 

4 Axe Armor 


>] 


22 

1000 

Crass 

A holy crass that dispels evil. Cart hit many times as it spins out, hesitates a bit, 
then spins back. Jump over It to let it hit things behind you an the return. 

Wind's "Pray Before 
the Cross'^ guest 


3£ 


30 

2000 

Holy Water 

Blessed water that wards off evil While it hits ackwardly, only an the ground at 
your feet. Holy Water can strike many times and exploits the fwa mosl common 
damage weaknesses In the game. 

Wind's "The 
Statue's Tear" quest 


jT^irvui 

25 

2000 

Bible 

A hook containing words that exorcise evil. An excellent all-purpose Subweapoti, 
terrific in areas where threats come from all directions and even betler against 
larger enemies that the Bible can strike many times. 

Wind's "Ghosls of 
the Desert" quest 


fri 


22 

2000 

Javelin 

A throwing spear that sticks Into the around. Unlike the Knife and other weapons 
that hit arte enemy and disappear, the Javelin will pierce all targets along its bloody 
path. 

30 Armor Knight 


V 


25 

1500 

Ricochet Rock 

A weapon that bounces bock after hitting walls. Hard to utilize early, ibis weapon 
becomes considerably stronger when mastered. 

26 Lerajie 


V 

I Z—A 


22 

1000 

Boomerang 

A throwing weapon that returns to the thrower in an arc. This weapon, like the 
lavelin, travels through everything along its route before returning to the thrower. 
You cannot dodge the tel urn to make It Inst longer, unlike the Cross. 

58 Skelerang 

k 


28 

1500 

Bwaka Knife 

A throwing knife used by the Bwaka people. Spins away from the thrower in a 
straight path, slowly enough to sometimes strike largets dong the way mare than 
once. 

Sandy Grave 


7 


22 

1000 




Shuriken 

A throwing blade used by ninjas. Thrown so fast their path is not visible, a pair of 
Shuriken cross to the forget nearly instantly at a downward angle. The mastered 
version adds an extra couple Shuriken and more range. 

Vincent's shop, 

1000 

[7 

I 

20 

300 

Yagyu Shuriken 

A refined throwing blade used by ihe deadliest ninjas. Like the Bwaka Knife, the 
Yagyu Shuriken travels quickly awoy from the thrower in a straight line. The Yogyu 
Shuriken is considerably foster, however. 

Vincenfs shop, 
3000 


Bfl 


24 

1000 

Discus 

A round disc with a razor edge. Thrown a short way from the user, where it catches 
the floor and spins backward like a circular saw. Difficult to use well until mastered, 
when it throws a sow in both directions. 

Vincent's shoo, 

8000 

kJ 

32 

1500 

Kunimitso 

A short sword with a heoutifully-crafted blade. There is a start-up period to this 
attack that must be allowed for. Mastering the Kunimitsu adds an extra pair of 
blades to the toss. 

Vincent's shop, 
5000 


M 


24 

1000 

Kurd 

A ninja's knife; it is also a deadly ihrowing weapon. Thrown in an upwards arc, 
Kunai can be great for crowd control against law-HP threats. Mastering it adds 
another couple blades to the toss. 

Vincent's shop, 
2000 

0 

20 

500 

Paper Airplane 

Not terribly intimidating, hut just might put someone's eye out. This is about as useful 
as you'd expect in the long run, although when you first discover It, the extremely low 
MP cost actually makes it a useful ranged option. 

Master's Keep 


\Z 

1 

3 

100 

Cream Pie 

A throwing weapon aimed at on enemy's face far psychological damage. Combining a lazy 
downward arc with weak power and Dark damage, Ihe Cream Pie is, stunningly, not the best 
weapon in ihe gome, it still has some use, thanks ta ihe cheap MP cost and downward angle, 
and con be ironically effective in a couple of the gnme s most Important fights. 

City of Haze 



3 

100 

Crossbow 

A ranged weapon that fires bolts. Jonathan cannot move or jump when firing this 
weapon, and Ihe actual trajectory and width of the hafts leaves a little something 
to be desired for general use. Great for large, grounded enemies that can't go under 
ihe bolt. 

49 Crossbow Armor 



1 

24 

500 

Dart 

Does extra damage If it hits the center of the target. For the MP cost, ns low as the 
Cream Pie and Paper Airplane, it's hard to complain about Dart's power. They cart 
be thrown very quickly and occasionally will hit multiple Times on a strike far nanus 
damage. 

Vincent's shop, 
1000 

0 

3 

300 


■a 




NAME 


Grenade 


DESCRIPTION 


LOCATION 


Explodes 1 setond otter the pin is pulled. Fire attribute, fl very dam aging attack that 
can be hard to use well because of the liming and angle involved. 


Kalran of Poofs 


DAMAGE TYPES .HL 
USED 


SP 
MASTER 


1500 


Steel Ball 


A very heavy steel hall, Dropped almost directly in front of Jonathon of an 

extreme downward ore, lb Steel Ball can be hard to actually c 


extremely powerful if you do, though! 


y connect with, ft's 


Sandy Grave 


Wrecking Ball 


Swing a steel ball with devastating destructive power. Jonathan stands in place 

swinging The Heavy Armor's ball above his head. He's vulnerable 1o attack from 
™ ba(k wft,le swinging the hall, although the weapon will calch large enemies on 
ils back swing. 


81 Heavy Armor 


1000 


Rocket Slash 


Dash at the enemy and perform a iightninq-qukk slash. A limited striking area and 

the inability to perform The move in rtiidarr hamper this Subweapon somewhat It 
does go nicely with the Martial Art and Spinning Aft Techniques though 


Wind's "Art of 
the Zephyr" quest 


I 


Aura Blast 


A technique that converts mental energy into a shockwave. This hits everything 

the ground near Jonathan, and when mastered strikes the ground across the enl 
screen, like many of the better attacks in the gome. This is Holy damage. 


entire 


Tower of Death 


1000 


Stonewall 


A defensive, stationary stance passed down in The Morris family. Jermthen braces 

vn 3 u J?.. v<34tl * redured Stonewall grants +40 DEf, +30 CON, and 

+BQ MUD, Useful against particularly brutal enemies, ar while keeping ChaHalte safe 
during Iona casts. 


Forest of Doom 


Offensive form 


A stance that emphasizes offense. +4 to ATH and + 8 to SIR is useful briefly but 

as you progress through the game other Sub wen pons become belter than a minor 
attack boost. 


Burled Chamber 


Defensive Form 


A stance that emphasizes defense. +4 to DEf 

and +8 to CON. 


83 Final Guard 


Taunt 


Draws enemy attention to you. Can be useful when distracting enemies from 

interrupting Charlotte's costs. 


Tower of Death 


Rampage 


Flying fists of fury. Similar to the Critical Art of everd Knuckle weapons. 


Vincent's shop, 
3000 


Knee Strike 


A 

Martin 


jumpmg knee strike inspired by legendary martial artists. Identical to the 

tioi Art Rehc, this is a very good striking move. Using it in Subweapon form 
becomes obsolete, though, as soon as it's earned as a Relic. 


Entrance 


£HARieTER abilities 









































































































































































louc s attacks arc magical in nature. WUe many deal damage, many also exist to strengthen Jonathan and Charlotte in some way, or 
cii to alter their forms. Seemingly weak Ly itself, magic really comes into its own when its used to supplement a mam attack hy Jonathan 
d his Suhweapons. The most glaring weakness ol Spells on their own is that Charlotte’s casting is interrupted if a foe so much as sneezes 
on her—a weakness that is eliminated hy the Hercules Ring, mentioned earlier in this chapter. Most spells have a weak version that is quick ^ 

to cast, and a stronger version that takes much longer to conjure. Taking the extra time to cast the fully powered version is always preferred 
if possible. The difference in potency usually justifies the extra time spent casting. 


NAME 

DESCRIPTION 

LOCATION 

DAMAGE TYPES 

MP 

USED 

Toad Morph 

A shapeshiftinq spell that turns the easier into a frog. For exploring small passages only—the 
slut penalties Toad Morph grants make it very prohibitive to use for atiylning else! 

Forest of Doom 

- 

ID 

Owl Morph 

A shape 5 hitting spelt that turns the taster into an owl, Great for checking out small passages or 

lowering heights. 

Dark Academy 

— 

TO 

Sanctuary 

An advanced spell that tares s talus oh normalities for all within range. Far and away the mast 

time-consuming spell to tast, Sanctuary has a few specific uses in the story. 

Sandy Grove 


SO 

Speed Op 

A spell that speeds up your movements. Fosl. Think Black Panther from Dawn of Sorrow fast. 

Master's Keep 

r 

0 


2D 

Berserker 

Increase strength, but you're limited to allatkinq only. Difficult to use effectively In a gome filled 

with mobile enemies. 

90 Armored Fleaman 

i 

20 

Eye for an lye 

A spell of vengeance lhal shares damage received with enemies. A neat effect, but limiled 
usefulness. Can be nice against weak foes like Bats, Ghosts, and Medusa Heads, whom it will 
kill outright for striking you! 

Forgotten City 

i 

“71 

/} 

15 

Clear Skies 

A defensive spell that neuirallies ranged attacks. Very quick to cast, but profiles aren't 

usually a huqe threat, and the ones that ore (Abaddon's, for example) ignore Gear Skies. 

Sandy Grove 

— 

IS 

Time Stop 

A high-level spell that stops time. One can use this to get more mileage out of Jonathan's quick 

weapons like Knuckles, and multi-hllting fuhweopons like Holy Water. 

Wind's "Time Stop" 

quest 

— 

50 

Heal 

Healing magic. Restores HP, The high MP cost end slow tasting time keen this from making the 

game too ensv. It you have lime to oclually cost it at all, definitely cast the full version for +100 
HP rather then 50. 

Wind's "Holy 
Appearance" quest 

— 

200 

Cure Poison 

A spell that neutralizes poison. Useful when you're tow on Anli-Vennm, 

Burnt Paradise 

— 

10 

Cure Carso 

A spell that dispels curses, Nice if you're out of Uncurse Potion, but Curse is usually far from on 

issue—if only one character is Cursed, you can also just switch them to secondary unlit it wears 
off and the Curse will never have an effect. 

31 Ectoplasm 

— 

10 

SIR Boost 

Boost STR Temporarily. +7 ATK/+15 STR or +15 ATK/+3Q STR, depending on version. 

Great Stairway 

— 

10 

CON Boost 

Boost CON temporarily. +7 C0N/+15 CON or +15 ATK/+30 STR, depending on version. 

City ol Haro 

— 

10 

{NT Boost 

Boast IN! temporarily. +15 or +30 depending on version. 

Tower of Death 

_ 

10 

MIND Boost 

Boost MIND temporarily, +15 or +30 depending on version. 

Great Stairway 

— 

10 

LUCK Boost 

Boast LUCK temporarily. Granting +30 LUCK with the quick version, and a whooping +50 with 

the full version, LUCK Boost Is likely to he one of your most-used spells, Vilal for hunting the 
gome's rarer items. 

Wind's "Number of 
Fortune" quest 

— 

10 

AIL Boast 

Boost all status attributes temporarily. +3 to ATK and DEF, +7 to STR, CON, INI, MND, LCK wilh 

the short version; .7 to ATK end DEF, +15 to STR, CON, (NT WIND, UK with the long version. 
It's usually more useful to boost one slat a Eot than It is to boost oil of them a little, so ALL 
Boosl htts limited usefulness. 

Entrance 

- 

30 

Gale Force 

Tear through enemies wilh raging winds. Winds cross Charlotte's back then surge forward across 
the screen. Without the potential to hit more than once or twice, this isn t as strong os many 
other spells. 

City of Haze 


0 


2D 

Rock Riot 

Dump rocks on your enemy. An impromptu avalanche appears directly In front of you, creating 
multiple striking hits. 

Vincent's shop, 1000 


□ 


20 

Rqglng Fire 

Tire a burst of flame. The fiery explosion in front of you can strike many times and do very good 
damage. Consider also that no weakness plagues monsters more than fire. 

Entrance 


m 


20 

l« Fang 

Sumrnan a sharp, fang-like pillar of ice. This greet spell has a huge hitting area and strikes 
multiple times. It also keeps going even if Charlotte gets hit immediately after casting it, not 
Irue of most spells. 

Burled Chamber 




20 

Thunderbolt 

Call thunderbolts from the sky. A great spell, though not ns obviously slrong ns Raging Fire. 

Tower of Death 


Si 


20 


NAME 

DESCRIPTION 

LOCATION 

1 DAMAGE TYPES 

.1 

MP 

USED 

Spirit of Light 

Strike enemies with concentrated light. Interesting in areas where attacks from fran add angles, 
like Burnt Paradise, but its overall potential is marred by its angle, just like GaFe Farce. 

Vincenl's shop, 3D00 




20 

Dark Rift 

Open a hole into a dork dimension. The striking urea appears directly above Charlotte's head, 
does not move, and is dark element. While it won't win any vampire killer awards, it's a neot 
effect. Useful against Amalaric Snipers at least. 

Vincent's shop, 2000 


m 

1 

20 

Tempest 

Summon a storm of violent winds. Virtually filling the screen with sloshing damage, this 
powerful spell cun he used to strike lumbering airborne enemies Tike Mafocni many times. 

Tower of Death 


y 


30 

Stone Circle 

—— \ — ' 1 

Grants the protection of spirits of stone. The wall of stone around you deflects some p reject lies 
and renders seme enemies, like Medusa Heads and Ghosts, completely irrelevant. 

65 Dogether 




30 

Ice Needle 

Launch cutting shards of Ice, Several jugged shards of ice arrange themselves In front of 
Charlotte before firing off, one by one. Potent roily very damaging if you can keep ihe ice needles 
themselves hitting the enemy as they appear and then fire. 

Vincent's shop, 3D00 


U’J 


30 

Explosion 

Cause an explosion near the enemy, A very powerful fire magic that strikes foes no matter where 
they are. An excellent main attack option far Charlotte, as she can position herself os safely as she'd 
like to cost, 

Vincent's shop, 10000 


m 


3D 

Chain itghlning 

Create a chain reaction of lightning bolts. The lightning bounces around amongst all enemies onscreen. 

Vincent's shop, 10000 




30 

Piercing Beam 

Fire a concentrated beam of powerful light. A very decent ament of holy damage to enemies 
that are directly in yaur line of fire. If tkey're going to stay there far vary long, though, it's 
sometimes mare worth it to use 1,090 Knives, 

Master's Keep 

! 



3D 

Nightmare 

A concentrated mass of fear and agony born from the darkness. This ability rails forward slowly, 
covering a large chunk of screen with constant hils. The only thing keeping it from being terrific 
is the dork p re per ty, which ha [f the game resists. 

76 Mala chi 

■ 



30 

Summon Medusa 

Summon Medusa and activate Ihe eye of petrification. An interesting spell, but ultimately 
locking, as few enemies are weak to Dark or Stone, 

57 Medusa Head 



[£1 


• 

25 

Acidic Bubbles 

Create poisonous bubbles. Like fee Needles, this spell is potentially very strong If you can keep 
the bubbles centered an the enemy fai the duralian of the spell. 

84 Glusya Labcfos 



[1 


25 

1 

Hex 

In cant a powerful curse. Wilh only e handful of minor anemias like Rippers, Flea men, and 
Mimics weak to Curse, Ihe usefulness of this technique is limited. 

T2D Vapufn 


m 

l - * 

0 


25 

Salamander 

An ancient tire spell that summons a powerful fire lizard. The ultimate fire attack unleashes a \ 

stunning fire being ihnt follows Charlotte around unlil enemies appear onscreen, at which point 
it makes a beeline for them, wreathing them In flames. Hugely damaging, especially when 
used in tandem with strong weapons,, Critical Arts, and Suhweapons. 

Vincent's shop, 
200,000 




120 

(acytus 

Call forth the frozen winds of hall to create o fearsome blizzard. A fearsome incantation that 
best demonstrates Charlotte's ability to nuke on oncoming enemy army into oblivion from max 

range. 

Wind's "Hill Gergoth" 
quest 


m 


120 

Thar's Bellow 

An ancient lightning spell that creates a bat! of lightning. A massive elemental appears and keeps 
the Chain Lightning effect going for several seconds. 

129 Amducias 


& 


120 

Summon Craw 

Summon a Crow to use In bailie. The fully-charged version Easts a long time and granls 
Chariotte four Crow allies that will strike whot she strikes. Great for augmenting her melee 
offense. 

103 Black Crow 


0 


40 

Summon Ghost 

Summon a Ghost to use In battle. The fully-charged version pulls two Ghosts out, but they 
aren't as eager to attack as the Crows, there aren't as many, and half the game resists dark 
damage.. 

28 Ghost 




40 

Summon 

Skeletal] 

Summon a Skeleton to use in bat fie. Depending on version, either 2 or 4 Skeletons show up 
very briefly to loss a bone. 

3 Skeleton 




20 

Summon 

Gunman 

Summon a Skeleton Gunman to use in battle. This is as close to a gun os you'll get In Portrait 
of Ruin! 2 or 4 Skeleton Gunmen draw a bead and fire. 

52 Skeleton Gunman 


0 


20 

Summon Frog 

Summon a frog to use in bottle, A swarm of Frogs hops forward, overwhelming the enemy 
with light fee hits. Can actually he re oily useful on Final Guards—you're not going to hit them 
for more than 1 any way. 

53 Frag 


D 


20 

























































































































































































1 



_ 




Dnrk Gate 


Holy Lightning 


Summons Eighlning in the shops of a cross* Hils everything on the s<r« 0 n several tim&s. r 
especially useful against large targets* 


City of Haze 


Axe Bomber 


A combination attack from bolh sides. Activates nearly instantly and hits the enemy 
with liltle delay oflerwords* Very safe to use and good damage. 


Great Stairway 


1,000 Blades 


Attack with a hail of knives. This ability is easy on the MP pool and absolutely destroys 
■u. The huqe number of low damage hits adds up fast. 


nything that will stay even with you. the huge number of low damatjo hits ad. „ 
Certain bosses, like A start* and Legion, get completely wrecked by this Dual Crush. Unlike 
some Dual (rashes, however, this one's easy to get knocked out of. 


Sandy Grove 


Volcano 


Meteor 


Summon err erupting volcano. Rocks fly from 0 volcano in the center of the screen and 
rain down on the edges. Does a lot of damage to enemies at the top of the screen* 


A powerful spell that summons 0 meteor. An awesome animation is followed hy a 
single, powerful strike at everything onscreen. 


Nation of Fools 


forgotten City 


Grand Cruz 


A secret technique of the Belmont family that releases holy energy. Strikes in a column 
around Jonathan and Charlotte, doing heavy damage to anything nearby but nothing ta 
distant targets* 


Wind's "Master the Holy 
Power" quest 


Divine Storm 


Creole an intense rein of holy water* An excellent bail-out Dual Crush that strikes ihe 
entire screen wilh Holy damage and will destroy many projectiles. 


Dark Academy 


Forest of Doom 


NAME 


Rush 


DESCRIPTION 


A basic combination where both partners take turns attacking* A decent attack that 
strikes directly in front af you several times* 


LOCATION 


City af Haze 




The Dual Crush is a powerful cooperative attack that Jonathan and Charlotte perform together. They all activate very quickly, hit a\. 
large portion of the screen (if not all of it), and do a ton of damage. There is a small cooldown period after a Dual Crush has keen per¬ 
formed that prevents you from doing another one* You’ll know this cooldown period is over and you're free to perform another Dual 
Crush when your MP har begins flashing* 


Greatest Five 


Summon four legendary warriors ta jam the battle, la slant very damaging, but rough 
an MP, Greatest Five is the game's ultimate attack. Bask in the glory at vampire 
hunters past as they letarn in lletr antiquated glory to tab alt onscreen enemies far a 
ride, often to the lune af 1000+ damage. 


West af Evil 




DAMAGE 

TYPES 


MP USED 






grant you permanent abilities that can drastically effect how you play, either hy allowing you access to 
bolstering your offense. 


new areas or 


NAME 

DESCRIPTION 

LOCATION 

Change Cube 

Switch main player character with ©. 

Entraace 

Call Cube 

Call partner with ©. Press again ta send partner uway. 

Entrance 

Skill Cube 

Call partner to use their skill or magic with R button. 

City of Haze 

Wait Cube 

Call partner with ++© ta have partner stand stdE an the spat. 

Entrance 

Acrobat Cube 

Spring off partner's shoulders to jump again in midair. 

City of Haze 

Push Cube 

While pushing an objecl, tall your partner ta help yau push* 

City of Haze 

lizard Tail 

Slide into narrow spaces with 4 G, 

Wind's "Preparations'' quest 

Stone of Flight 

Double-jump in midair. 

Great Stairway 

Griffon Wing 

Jump higher with ^ L button* 

Forgotten Cily 

Strength Glove 

Jacrease pushing power. 

Sandy Grave 

Spinning Art 

Perform a spinning evasion move with 4*- -►+©, 

Wind's "The Spinning Art" guest 

Mar leal Art 

Perform a jumping knee kick with t*- 4 +©. 

Wind's "The Martial Art" quest 

Crilfcat Art 

Use your weapon's critical move wilh + + 0. 

Nation af Foals 

WFiFp Skill T 

After attacking with the whip, hold © to let it drap. 

Ea trance 

Whip Skill 2 

While lumping, use f+G to attack diagonally downward. 

Wind's "Defender of the Stairs" quest 

Book of Spirits 

Display the names of enemies when you attack them. 

Entraace 
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jtem# 



BEEF JERKY 


RESTORES 29 HP. 


ENTRANCE 


+29 HP 


RESTORES 290 HP. 


TASTY MEAT 


35 CATOBLEPAS; TOWER OF DEATH 


+290 HP 


NEW YORK STEAK 


A JUICY, MOUTH-WATERING STEAK. 


93 GORGON 


REPLENISHES ALL HP 


RESTORES 200 HP* 


HIGH POTION 


VINCENT'S SHOP, 2000; SANDY GRAVE; NATION 
OF FOOLS 


+200 HP 


RESTORES ALL OF YOUR HR 


SUPER POTION 


122 DOUBLE AXE ARMOR; 13TH STREET; 
FORGOTTEN CITY 


REPLENISHES ALL HP 


RESTORES A LITTLE BIT OF ME 


TONIC 


9 MINI DEVIL; VINCENT'S SHOP, 400 


+100 MP 


RESTORES A LOT OF MP. 


HIGH TONIC 


VINCENT'S SHOP, 1200 


+200 MP 


ANTI-VENOM 


CURES POISON 


VINCENT'S SHOP, 100; BURIED CHAMBER 


REMOVES POISON 


UNCURSE POTION 


NEUTRALIZES CURSES. 


31 ECTOPLASM; VINCENT'S SHOP, 100 


REMOVES CURSE 


name description 


POTION 


RESTORES SO HP. 


; LOCATION 

i VINCENT'S SHOP, 500 


SUPER TONIC 


RESTORES ALL OF YOUR MR 


123 DEMON; BURNT PARADISE; FORGOTTEN CITY 


REPLENISHES ALL MP 


Q> 

RICE BALL 


A RICE BALL WITH TASTY SALMON INSIDE. 


12S SKELETON FARMER 


+20 HP 


MUSHROOM 


A DELICIOUSLY APPETIZING MUSHROOM. 


63 MOLDY CORPSE 


+50 HP 


CORN SOUP 


A CREAMY SOUP MADE FROM FRESH YELLOW 
CORN. 


NATION OF FOOLS 


CURRY 


DELICIOUS CURRY FROM A NEARBY INDIAN 
RESTAURANT. 


136 FAKE TREVOR; FORGOTTEN GTY 


RAMEN NOODLES 


RAMEN NOODLES IN A FLAVORFUL PORK 


BROTH. 


137 FAKE GRANT 


+300 HP 


MINT SUNDAE 


MINT CHIP ICE CREAM TOPPED WITH WHIPPED 
CREAM* TUMI 


133 FAKESYPHA 


+100 MP 


© 

CREAM PUFF 


SOFF, FLUFFY AND SWEET, WITH A CREAM AND 
CUSTARD FILLING. 


FOREST OF DOOM 


+30 HP 


EFFECTS 


+500 HP 


+80 HP 



































































































NAME 

description 

LOCATION 

EFFECTS 

0 

HELPS BUILD STRONG BONES! 

35 CATOBLEPAS 

+50 MP 

MILK 




COFFEE 

EXTRA STRONG. FOR THE VAMPIRE HUNTER 

WITH A BUSY NIGHT AHEAD. 

48 DEVIL WHEEL 

+60 MP 

& 

TEA 

SIP SLOWLY AND RELAX. 

116 GHOST DANCER 

+55 MP 

PUDDING 

A SAVORY PUDDING, FLAVORED WITH 

CARAMEL. 

91 AMALAR1C SNIPER 

+40 HP 

* 

LARGE, FRESHLY PICKED STRAWBERRIES. 

12UNE 

+150 HP 

STRAWBERRY 




& 

A MELON OF THE FINEST QUALITY. 

21 INVISIBLE MAN 

+300 HP 

MELON 




i 

BURSTING WITH FLAVORFUl JUICE. 

105 WAKWAK TRIE 

+60 HP 

GRAPES 




© 

HAMBURGER 

A GREASY LITTLE BURGER. 

39 KILLER CLOWN 

+30 HP 

of 

FRIED CHICKEN 

CRISPY-FRIED, GOLDEN BROWN GOODNESS! 

99 DODO 

+129 HP 

HOT DOG 

DELICIOUSUUST DON'T ASK WHAT'S IN IT. 

84 GLASYA LABOLAS 

+60 HP 


A FLAVORFUL AUTUMN FAVORITE. 

SANDY GRAVE 

+60 HP 

PUMPKIN PIE 




© 

IT'S NOTHING WITHOUT MAPLE SYRUP. 

33 FLEAMAN 

+70 HP 

PANCAKE 




e 

TINNED SPINACH 

MAY GIVE THE ILLUSION OF INCREASED 

MUSCLE MASS. 

BURNT PARADISE 

+40 HP 

M 

FOIE GRAS 

ONE OF THE WORLD'S THREE GREAT 

DELICACIES: DUCK LIVER PASTE. 

MASTER'S KEEP 

REPLENISHES ALL HP 

<E> 

CAVIAR 

ONE OF THE WORLD'S THREE GREAT DELICACIES: 
STURGEON EGGS. 

NATION OF FOOLS 

REPLENISHES ALL HP 

A 

TRUFFLE 

ONE Of THE WORLD'S THREE GREAT DELICACIES: 
A RARE MUSHROOM. 

BURNT PARADISE 

REPLENISHES ALL HP 

© 

PAELLA 

A VERITABLE CORNUCOP1CA OF SEAFOOD, 
SPANISH STYLE. 

1S FORNEUS 

+120 HP 

& 

SERVED AL DENTE. 

NATION OF FOOLS 

+150 HP 

SPAGHEni 





It* 


EFFECTS 



NAME 


DESCRIPTION 


LOCATION 


0 

ICE CREAM 


A RICH, FATTENING VANILLA ICE CREAM. 


BURNT PARADISE 


+50 HP 


<g> 

MEUNIERE 


A SEAFOOD DISH FLAVORED WITH CURRY 
POWDER, 


11 MERMAN 


+120 HP 


U 

ROILED STARFISH 


HAS A FIRM-YET-SLIGHILY ELASTIC TEXTURE, 


BUR ED CHAMBER 


+ 20 HP 


m 

WHEAT ROLL 


A HEALTHY TREAT MADE FROM WHOL WHEAL 


13TH STREET 


+65 HP 


M 

SACHERTORTE 


A RICH VIENNESE CHOCOLATE CAKE FIT FOR A 
COUNT. 


CITY OF HAZE 


+ 110 HP 


a 

NY CHEESECAKE 


CHEESECAKE WITH A THICK, RICH TASTE. 


CITY OF HAZE 


+ 10 HP 


m 

MELLE-FEUILLE 


A SWEET DESSERT WITH MANY LAYERS OF 
PASTRY, 


I3TH STREET 


+ 40 HP 


© 

TARTE AU POIRE 


A FRENCH PEAR TART. 


C TY 0 HAZ 


+ 00 HP 


9 

GATEAU FRAISE 


A SHORTCAKE WITH LARGE, FRESH 
STRAWBERRIES, 


13TH STREET 


A SOPHISTICATED CAKE MADE WITH ALMONDS 
AND BRANDY 


13TH STREET 


KUGELHOP 


to 

GREEN TEA CAKE 


A CHIFFON CAKE FLAVORED WITH GREEN TEA, 


C TY OF HAZE 


9 

GATEAU MARRON 


A CAKE TOPPED WITH CHESTNUTS, 


3TH STREET 


O 

UNGUES DE CHAT 


A LONG, THIN, CRISP COOKIE NAMED "CAT'S 
TONGUE" 


3TH STREET 


A FRENCH PASTRY WITH AN IRRESISTIBLE 
BUTTERY AROMA, 


FINANCIER 


BURNT FARAD Si 


A PAR FA IT FILLED WITH EXOTIC TROPICAL 
FRUIT, 


17 SKULL BARTENDER 


TROPICAL SUNDAE 


a 

PUDDING BUCKET 


A BUCKET FULL OF PUDDING. DON T WORRY, 
THE BUCKET IS NEW, 


23 PERSPHONE 


© 

PIYOKO 


A JAPANESE CONFECTION SHAPED LIKE A BIRD. 


97 TOAD 


& 

1000 YEAR EGG 


A DUCK EGG PRESERVED IN CLAY. 


63 FROG 


+90 HP 


+90 HP 


+120 HP 


+70 HP 


+70 HP 


+1S0 MP 


+200 HP 


+15 HP 


+90 HP 


+140 HP 
























































































































NAME 

DESCRIPTION 

LOCATION 

EFFECTS 

0 

JAM ON IBERICO 

ONE OF THE FINEST HAMS IN THE WORLD. 

128 CAVE TROLL 

+ 140 HP 

SPICY SHRIMP 

A HOT CHINESE DISH WITH PLUMP SHRIMP. 

114 RIPPER 

+160 HP 

PEKING DUCK 

A CHINESE DELICACY SERVED WITH SCALLIONS 
AND SAUCE. 

128 CAVE TROLL 

+2S0 HP 

& 

PASTA CARBONARA 

A SAUCE IS MADE WITH FRESH EGGS, CREAM, 
AND BACON. 

NATION OF FOOLS 

+200 HP 

PENNE ARRABIATA 

A SHORT PASTA WITH A SPICY TOMATO SAUCE. 

S5 HARPY 

+196 HP 

0 

POWDERED MILK 

PERFECT FOR SUPPLEMENTING CALCIUM 

INTAKE. 

VINCENT'S SHOP, 573; DARK ACADEMY 

+57 HP 

0 

ROTTEN DURIAN 

HAS INTRODUCED YOU TO A WHOLE NEW 
WORLD OF UNPLEASANT ODORS. 

117 DEMON HEAD; NATION OF FOOLS 

-500 HP 

® 

GROUND MEAT 

HANDMADE MINCED MEAL 


+60 HP 

0 

NOODLE BUN 

STIR-FRIED NOODLES WRAPPED IN A BUN. 

DARK ACADEMY 

+30 HP 

TOUCH & POP 

A POPULAR CANDY FROM A FEW YEARS AGO. 

NATION OF FOOLS 

+30 HP 

€> 

MOLDY BREAD 

SOMEONE LEFT IT ON TOP OF THE FRIDGE AND 
FORGOT ABOUT IT. 

FOREST OF DOOM 

-300 HP 

€> 

PEWTERS NATURAL 

CANDY THAT'S BEEN POPULAR FOR 
GENERATIONS. 

18 WIGHT 

+25 HP 

& 

MAGICAL TICKET 

AN ENCHANTED TICKET THAT WILL TRANSPORT 
YOU TO A SAFE PLACE. 

71 RED AXE ARMOR; VINCENT'S SHOP, 1000 

RETURNS YOU TO VIMCENTTHE 
PRIEST INSTANTLY. 

« 

BEEHIVE 

APPARENTLY, IT CAN BE USED TO MAKE SOME 
SORT OF FOOD. 

67 BEE HIVE 

+80 HP 

AMANITA 

A TOXIC MUSHROOM THAT INDUCES 
HALLUCINATIONS. 

68 MOLDY CORPSE 

-100 HP 

m 

ROTTEN MEAT 

A SLAB OF ROTTING, FETID BEEF. IT SMELLS 
TERRIBLE. 

1 ZOMBIE 

-200 HP 

0 

SPOILED MILK 

ITS EXPIRATION DATE IS FROM THREE YEARS 
AGO. 

94 JACK O'BONB; BURNT PARADISE 

-400 HP 


NAME 

DESCRIPTION 

LOCATION 

EFFECTS 


9 

RUSTY FOOD TIN 

ARE YOU BRAVE ENOUGH TO OPEN IT? 

FOREST OF DOOM 

-600 HP 


CASTLE MAP 1 

ONE PORTION OF THE CASTLE'S FLOOR PLAN IS 
WRITTEN ON IT. 

VINCENT'S SHOP, 100 

PROVIDES YOU WITH A PORTION 
OF THE CASTLE'S MAP. 


W 

CASTLE MAP 2 

ONE PORTION OF THE CASTLE'S FLOOR PLAN IS 
WRITTEN ON IT. 

VINCENT'S SHOP, 100 

PROVIDES YOU WITH A PORTION 
OF THE CASTLE'S MAP. 


CASTLE MAP 3 

ONE PORTION OF THE CASTLE'S FLOOR PLAN IS 
WRITTEN ON IT. 

VINCENT'S SHOP, 100 

PROVIDES YOU WITH A PORTION 
OF THE CASTLE'S MAP. 


if 

TOME OF ARMS PI 

A PAGE RIPPED FROM THE TOME OF ARMS. 

NEST OF EVIL 

USED FOR WIND'S "LOST PAGE" 
QUEST. 

i 

* 

i 

. i 

>7 

i 

r 

*' 

9 

\ 

E 

TOME OF ARMS P2 

A PAGE RIPPED FROM THE TOME OF ARMS. 

NEST OF EVIL 

USED FOR WIND'S "LOST PAGE" 
QUEST. 

§ 

SPADE 

A PLAYING CARD. 

111 YORICK 

USED FOR WIND'S "THE 
GAMBIER" QUEST. 

a 

DIAMOND 

A PLAYING CARD. 

40 COPPELIA 

USED FOR WIND'S "THE 

GAMBLER" QUEST. 

§ 

HEART 

A PLAYING CARD. 

106 NYX 

USED FOR WIND'S "THE 

GAMBLER" QUEST, 

s 

CLUB 

A PLAYING CARD, 

70IREANT 

USED FOR WIND'S "THE 

GAMBLER" QUEST. 

§ 

JOKER 

A PLAYING CARD. 

39 KILLER CLOWN 

USED FOR WIND'S "THE 

GAMBLER" QUEST. 

& 

RECORD PLAYER 

LETS YOU LISTEN TO RECORDS, 

WIND'S "THE LONELY STAGE" QUEST 

ALLOWS YOU TO PLAY RECORDS. 

0 

RECORD 1 

CRUCIFIX HELD CLOSE 

BOSS RUSH 2 

PLAYS ON RECORD PLAYER 

0 

RECORD 2 

SANDFALL 

BOSS RUSH 3 

PLAYS ON RECORD PLAYER 

0 

RECORD 3 

IN SEARCH OF THE SECRET SPELL 

134 ABADDON 

PLAYS ON RECORD PLAYER 

0 

RECORD 4 

IRON BLUE INTENTION 

129 AMDUOAS 

PLAYS ON RECORD PLAYER 

0 

RECORDS 

SIMON'S THEME 

VINCENT'S SHOP, 30000 

PLAYS ON RECORD PLAYER 

© 

GEAR 

A STRANGE COG. 

NATION OF FOOLS 

USED IN TOWER OF DEATH 
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enougk evil denizens of tke underworld in Braun er's paintings to keep you in tke gkoul-kunting business for a very long. 
Luckily, tke weapons provided are up to tke task. Tkere are 11 different damage types in Portrait of Ruin, and enemies are 
usually weak or strong against at least one of tke attacks you're using. Stacking tke deck in your favor can kelp immensely. Looking 
weapon lists, you may note tkat tke final weapons in many categories tend to kave a lioly property, along witk wkipping or 
damage, yet tkeir ATK slat is actually lower tkan otker weapons in tke category. Wken you look at tke following table and 
muck of tke opposing cast is weak to koly, slasking, or wkipping damage, you’ll see wky tins kardly matters! 1 lie reason 
wliy certain weapons dominate is clear wken you look at kow important damage types are. 

weapon statistics, also keep in mind tkat based on what else you are 

comes together), there may he slight variations in what you can 
For example, a weapon listed with an ATK of +60 in this guide 
may, when you equip it with one combination of armor, give only 
+58 ATK. However, when you equip it with a different set of gear, 
it may give +62 ATK! Stats increase along a mild curve as you 
them on, and the stats listed here are the most frequent. The 
variance is only usually +/- 2. 



WHIPS 


A whip weapon s flexibility and range make it easy to run or hop to the edge oi whip range wh. 
foes present openings and attack => tackdasb ■=> attack. Two quick kits from a safe range tka 
are unlikely to ke punisked, and you can even ckain tke second one into a Critical Art once 
tke ability is obtained. More useful tkan it seems is Wkip Skill 1—allowing you to kold © to 
dangle tke wkip after swinging. Tken you can move tke wkip around witk tke directional pad. 
JSpse tkis to rack up kits quickly on Final Guards, to deflect projectiles, to defeat 

more damage out of normal swings 
enough to register the whip shill 
tig enough to slow you down, 


minor 


enemies 


UNDEAD KILLER 


DAMAGE TYPES 


MADE FROM LEATHER. 
A WEAPON FOR A 
WARRIOR WITH 
PANACHE. 


A WHIP FASHIONED 
FROM STEEL. 


SANDY GRAVE 


A THORNED WHIP THAT 
REQUIRES GREAT SKILL 
TO USE, 


71 MANEATING 
PLANT; TOWER OF 
DEATH 


A WHIP THAT CAN TURN 
ITS TARGETS TO STONE. 


A CHAIN THAT BINDS 
AND DESTROYS EVIL. 


ENTRANCE 


A WHIP IMBUED WITH 
THE POWER OF FLAMES, 


DARK ACADEMY 


JET BLACK WHIP 
IMBUED WITH THE 
POWER OF DARKNESS. 


KC0 


BURNT PARADISE 


WIND'S "S RANK 
HUNTER" QUEST 


THE LEGENDARY WHIP 
WIELDED BY THE 
BELMONT FAMILY. 
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BOOKS 






if anyone in Transylvania reads for pleasure its a wonder, as half the hooks seem to have horses, large hladed weapons, or Death itself^ 
flying out of them. Charlotte's weapons of choice, the tomes in Portrait of Ruin, contain passages and incantations that can anima 
themselves and attack her foes. Lacking the flexible skills and general range of Jonathon's arsenal, hooks mostly serve as supplemental 
damage, while Charlotte fulfills her main duty of huffing our heroes or casting damaging magic. Certain hooks do have a nice vertical 
range, great in areas plagued with Ghosts and Medusa Heads, I hese threats don t 
also don't have any defense to speak of, so Charlotte s relative lack of strength means 
nothing when the large striking area of a few of Ur hooks becomes a great 
of Charlotte s hooks are unique in that they have no melee property (slashing, 
r whipping). That said, besides her final weapon, her strongest elemental hook 
n he Book o f Death), would he Letter if she was fighting for the other 




DAGGERS 


NAME 


ENCYCLOPEDIA 


d) 

BLANK BOOK 


TRISTAN 8 ISOLDE 


DON QUIXOTE 


BOOK OF DEATH 


a 

TOME OF ARMS ' 


TOME OF ARMS 2 


TOME OF ARMS 3 


TOME OF ARMS X 


DESCRIPTION 

DAMAGE 

TYPES 

LOCATION 

ONE OF CHARLOTTES 
FAVORITE BOOKS, 

as 

GAME START 

A BOOK SO 
FRIGHTENING THE 
WORDS RAN AWAY, 
LEAVING IT BLANK, 

a 

VINCENfS SHOP, 
800 

THE LOVE STORY OF A 
NOBLE KNIGHT, 

m, 

FOREST OF DOOM 

THE STORY OF A MAN 
WHO THOUGHT HIMSELF 

A GALLANT KNIGHT, 

m 

GREAT STAIRWAY 

A PAPYRUS TOME 
ENTOMBED WITH THE 
DEAD, 

a 

FORGOTTEN CITY 

AN ENCYCLOPEDIA OF 
WEAPONRY, (VOLUME 

1 OF 3) 

~ a J 

ENTRANCE 

AN ENCYCLOPEDIA OF 
WEAPONRY, (VOLUME 

2 OF 3) 

a 

GREAT STAIRWAY 

AN ENCYCLOPEDIA OF 
WEAPONRY, (VOLUME 

3 OF 3) 

o 

BURNT PARADISE 

THE SECRET LOST 
VOLUME, BANNED 

FOR ITS DESTRUCTIVE 
SECRETS, 

tVJ 

«si 

WIND'S "LOST 
PAGE" QUEST 

m 


11 


STR CON 


Daggers are mostly for throwing in Castlevania, and this 
remains true in Portrait of Ruin, Although they have speed 
going for them, their lack of range, attack power, useful 
properties, or a strong Critical Art keeps them under Collectors 
Only status. 




i - 

I 




COMBAT KNIFE 


DESCRIPTION 

DAMAGE 

TYPES 

LOCATION 

ATK 

DEF 

STR 

CON 

INT 

MND 

LCK 

A CHEAP POCKET KNIFE. 

ai 

VINCENT'S SHOP, 
200 

9 







A KNIFE DESIGNED 

FOR CLOSE-QUARTERS 
COMBAT. 

Q 

ENTRANCE 

24 







A DAGGER WITH AN 
l-SHAPED HAFT. 


VINCENT'S SHOP, 
2800 

35 



1 ~~ 




A DAGGER FROM INDIA. 

Qi 

73 SKELETON 
BLAZE; VINCENT'S 
SHOP, S400 

48 







AN ELABORATE DAGGER 
ENCRUSTED WITH 

m 

VINCENT'S SHOP, 

59 

_ 
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SWORDS 


In Castle vania ga*e S since Symphony of the Night,: even though more powerful weapons typ.ca ly ex.st, sworels are rt. often 
teBt choice because of their speed. Most weapons have a very slight delay after you swing them. In older Castlevama titles you , 
largely get around this hy performing very small hops and attaching just off the ground. When 
you landed, you changed from jumping to standing, and this erased that recovery, allowing you 
to swing again instantly. Then you could cancel that into a hachdash, attaching a third tune or 
hachpedaling to safety. While just about any weapon could do this, swords were the best mix of 
speed and range, and could do it very quickly with very small hops. In Portrait of Ruin, however, 
if you swing in midair you will now go through all of your weapon recovery even if 
This removes the point of the little hops before attacks that you could do in 
previous Castlevania titles. Your overall offense is actually better than ever 
with a partner at your side, hut swords in general suffer for the style change. 

Strangely enough, the only sword without a range deficiency, the Heavens 
Sword, also doesn't suffer from the aforementioned style change (making it 
quite useful during the earlier stages of the game). And, this category still 
contains the best weapon in the game—every hit as fiendishly strong as the 
Crissagrim or Valmanway, hut not in the way you expect! 


NAME 


SHORT SWORD 


DESCRIPTION DAMAGE TYPES 


ft LONG SWORD 
$ GLADIUS 


MILK AN'S SWORD 


RAHAB'S FROST 


AGNI'S FLAME 


ASSASSIN BLADE 


A SWORD WITH A 
SHORT BLADE._ 

A SHORT SWORD USED 
BY SAILORS. 

A COMMON LONG 
SWORD. 

A SWORD USED IN 
ANCIENT ROME. 

A SWORD THAT 
SOMETIMES TURNS THOSE 
IT STRIKES TO STONE. 

AN ICY BLADE MADE 
FROM THE FANG OF THE 
WATER-DRAGON RAHAB. 

THE FUMING BUDEOF 
AGNI, THE GOD OF FIRE. 

A POISONED BLADE 
PREFERRED BY 
ASSASSINS. 


m 

mm 

his 

Q $3 

QQ 


HEAVEN'S SWORD 


A DEMON-SLAYING 
SWORD ONCE WIELDED 
BY AN ANGEL. 


LOCATION 

ENTRANCE 

6 ZACCHINO 

CITY OF HAZE 

38 DRAGON 
ZOMBIE; 53 HILL 
GUARD 

CITY OF HAZE 

74 RAZOR BAT 


79 FLAME DEMON 

WIND'S "POISON 
VS. POISON" 
QUEST 


61 FLYING ARMOR 


land 


von lan 


STR CON INT MND 


jr 


il BAKATWA 

A SIMPLE, YET EFFECTIVE 
SWORD THAT IS EASY 

TO WIELD. 

19 

BURNT PARADISE 

t JAGDPLAUTE 

A DEADLY, YET 
ELEGANTLY CRAFTED 
SWORD. 

m 

86 RULER'S 
SWORD 

t STELLAR SWORD 

THE BLADE OF THE 
LEGENDARY SWORDSMAN 
MAXIM KISCHINE. 

mm 

WIND'S 

"ALMIGHTY" QUEST 

t DAMASCUS SWORD 

_ 

A SUPERIOR SWORD 

THAT NEVER LOSES ITS 
RAZOR-SHARP EDGE. 

m 

126 ALASTQR 


> » V A 



GRBATSWORDS 


Slower and generally muck stronger than one-handed swords, greats words are often a 
nice middle ground between the sluggish extremes of axes versus quicker, but weaker^ 
swords. While whips and spears still generally end up being more useful, greats words 
can be nice for their peripheral range—as Jonathon swings them up over his hack and 
head; they can strike enemies above him. This can easily be used intentionally, even to 
deflect certain projectiles. Tire arc tile swing covers 
also ends slightly below Jonathon s feet, so hunting 
for breakable walls is usually easier with weapons like 
a great sword than with swords or whips* Note tba t the 
Royal Sword is one of the only weapons in the game 
with lots of staL bonuses. The greatswords Critical 
Art is a quick thrust dashing forward. 


NAME 


GREAT SWORD 


DESCRIPTION 


A LARGE SCOTTISH 
BLADE. 

A NOR WAN SWORD 
WITH A WIDE, 
CRESCENT-SHAPED 
BLADE* 

A MASSIVE SWORD 
DESIGNED TO SMASH 
THROUGH ITS TARGETS* 


DAMAGE 

TYPES 


LOCATION ATK DIF STR CON INT MND LCK 


CITY OF HAZE 30 


20 ANDRAS 42 


34 GREAT ARMOR 55 


ZWEMANDER 

ROYAL SWORD 


DRAGON SLAYER 

& 

FINAL SWORD 


HOLY CLAYMORE 


A GERMAN TWO- 
HANDED SWORD* 


A TWO-HANDED SWORD 
OF KINGS* 


A SWORD FORGED TO 
SLAY DRAGONS* 


THE SWORD USED BY THE 
FINAL GUARDS* 


AN ENORMOUS SWORD 
SHAPED LIKE A CROSS* 


38 DRAGON 


WIND'S "A RANK 
HUNTER" QUEST 


86 RULER'S 
SWORD 


83 FINAL GUARD 120 


am "ssr*!« 


S ' * 
*** 
































































































AXES 



GREAT AXE 


VOULGE 


I his category includes clubs and maces* These weapons swing like cranes and hit like 
dump trucks; check your subtlety and technique at the door* Their number includes 
one of the best drops to hunt for money in the game, the Bull ova. Sadly despite 
their hideous attack power, the lack of a good Critical Art and foes weak to striking 
damage keeps tkem from superstar status. There arc also no holy axes. Which sort of 
makes sense. 


SPEARS 


Spears have terrific range (only really losing soundly to the Nebula), and do terrific damage. They're also very quiet, striking faster | 
than the other two-banded weapons. The fact that the best spear Critical Art (a leap from tke sky witfi leas actual range tlian a normal^! 
spear strike) is lacking should not he a huge deterrence from this weapon class, which is 
every other regard excellent. Some of the better spears sport the lunging Critical Art 
instead, like the Long Spear, which ends up being one of the most useful weapons 
available during the early stages of your adventure. The only real flaw with this category 
is the lack of an ultimate holy weapon. 


NAME 


MORNING STAR 


GOLDEN AXE 


DESCRIPTION 

DAMAGE 

TYPES 

LOCATION 

A HEAVY SINGLE-EDGED 
AXE. 

a 

CITY OF HAZE 

A LARGE METAL CLUB. 

Q 

CITY OF HAZE; 
SANDY GRAVE 

A DOUBLE-EDGED AXE 
DESIGNED FOR COMBAT. 

a 

. 

VINCENT'S SHOP, 
5000 

A CLUB WITH A 
VICIOUS, STAR-SHAPED 
HEAD. 

QQ 

51 SKELETON FLAIL 

A HEAVY WAR AXE. 

a 

90 ARMORED 
FLEAMAN 

A HUGE WAR AXE. IT IS 
EXCEPTIONALLY HEAVY. 

a 

:_ 

BURNT PARADISE 

AN AXE WITH A 
HOOKED BLADE. 


92 OLD AXE 
ARMOR; 

VINCENT'S SHOP, 
23000 

AN AXE WITH A CRESENT- 
SHAPED BLADE. 

Q 

108 MINOTAUR 

AN AXE, CRAFTED 
FROM GOLD, WITH 
ASTOUNDING 

Q 

VINCENT'S SHOP, 
£0000 


LOCATION ATK DEF STR CON INT MNO LCK 


DESTRUCTIVE POWER. 


DAMAGE 

TYPES 


CON 


MNu 


LOCATION ATK DEF 


DESCRIPTION 


ENTRANCE 31 


A STANDARD SPEAR. 


SPEAR 


PARTISAN 


A POLE ARM FITTED 
WITH A BROAD BLADE* 


GREAT STA RWAY I 40 


HALBERD 


A POLEARM ENDING IN 
A WIDE AXE BLADE. 


TOWER OF DEATH 50 


VINCENT'S SHOP, 

6000 ™ 


A SPEAR USED BY 
CAVALRY KNIGHTS. 


LANCE 


/ 

TRIDENT 


A THREE-PRONGED 
SPEAR* 


54 MP 70 


30 ARMOR 
KNIGHT 


A SPEAR WITH AN 
ESPECIALLY LONG HAFT* 


LONG SPEAR 


A POLEARM FITTED 
WITH A LARGE, CURVED 
BLADE. 


60 SLOGRA 90 


COUSE 


/ 

SARISSA 


VINCENT'S SHOP, 1(VV 

30000 IU0 


A MACEDONIAN LONG 
SPEAR. 


WIND'S "THE 


A SPEAR WITH TIES TO 
ALUCARD. ONCE USED 


SPEAR OF LEGEND" 120 


ALUCARD SSPEAR 








































































































nuckles 


Knuckles are interesting. Tkey attack more quickly than any otker weapon, sometimes kitting more tlian once, or kitting as fast as y. 
can press ©. Tkeir Critical Art strikes multiple times, resemkling tkc ability Rampage. Tkey do excellent damage in a very short h 

Unfortunately, you kave to be in a pkone kootk witk a monster while figkting it. Tkeir incredible lack of range keeps them from Lein 

very useful most of tire time, but in certain situations tkey can skine. Try tkern against 
Final Guards, or kreak tkem out in Bull Rusk modes, equipped witk a Hercules Ring 
and backed by powerful Subweapons. As with a few otker weapon types, tke lack of a 
Holy weapon also serves to ultimately limit knuckle usefulness. 


0 

BRASS KNUCKLES 


CESTUS 


WHIP KNUCIUES 


BAHG NAHK 


4 

BUI LET PUNCH 


ILLUSION FIST 


0 

KAISER KNUCKLES 


DESCRIPTION 

A METAL KNUCKLE 
WEAPON THAT ADOS 
STING TO YOUR 
PUNCHES. 

HARD KNUCKLE GUARDS 
WORN BY ANCIENT 
BOXERS. 

ENABLE THE WEARER 
TO THROW WHIP-SNAP 
PUNCHES. 

A HANDHELD WEAPON 
WHOSE NAME MEANS 
"TIGER CLAW." 

ENABLE THE WEARER 
TO THROW PUNCHES AT 
THE SPEED OF SOUND. 

THROW PUNCHES FASTER 
THAN THE EYE CAN SEE. 


KNUCKLES IMBUED 
WITH DIVINE RAGE. 


DAMAGE 

TYPES 


Q 

as 

a 


rmor 

One wouldn't plunge into a haunted castle on a rainy nigKt wearing nothing, so here you ll find all the finest options in Romanian 
nightwear. Almost all of your DEF comes from armor. Armor also often adds other useful bonuses, like huffs to other stats or helpful 
effects. Note that while no armor has ATK directly on it r adding STR f ram armor will add the same amount of ATK, which will he 
reflected on your stat screen. Armor that can only kc worn by Johnathan kas been noted in blue and armor that only Charlotte can 
wear has been noted in pink. 

BODY 

iTl.r centerpiece of a vampire hunter's armor, the wardrobe available here has options as 
as a bathrobe, silk sleepwear, and a tuxedo! Equipping is a pretty standard affair—gear for DEF 
and he conservative if you're feeling cautious, gear for ATK and STR when you're in areas that 
don't concern you or when the extra offense is warranted, and gear for LUCK when attempting 
to farm drops. 


LOCATION ATK DEF STR CON INT MND LCK 


VINCENT'S SHOP, 10 
200 


BURIED CHAMBER 22 


GREAT STAIRWAY 40 


SANDY GRAVE 35 


WIND'S 

"SUPERSONIC 18 
PUNCH" QUEST 


BOSS RUSH 2 20 


SANDY GRAVE ] 45 


NAME 

DESCRIPTION 

LOCATION 

DEF 

STR 

CON 

INT 

MND 

LCK 

CASUAL CLOTHES 

CLOTHES WORN REGULARLY. 

EQUIPPED INITIALLY 

1 






Q 

HOBO'S CLOTHES 

RAGGED, WORN CLOTHES, YOUR MOTHER 
WOULD BE ASHAMED, 

1 ZOMBIE 

2 






HOUPPELANDE 

A ROOMY ROBE WITH LARGE, HANGING 
SLEEVES. 

CITY OF HAZE 

5 , 






© 

PONCHO 

A SIMPLE PIECE OF CLOTHING; A BLANKET 
WITH A HOLE ON TOP. 

GREAT STAIRWAY; 18 
WIGHT 

7 






m 

COMBAT FATIGUES 

A STANDARD-ISSUE MILITARY UNIFORM. 

85 GHOUL; VINCENT'S 
SHOP, 9800 

10 






£3l 

ADRENALINE GEAR 

MAKES TIME APPEAR SLOWER WHEN 

TAKING DAMAGE. 

94 JACK 0'BONES 

15 






M 

K ALAS JR IS 

A TRANSLUCENT ROBE WORN BY ANCIENT 
EGYPTIAN NOBILITY. 

46 ELGIZA 

20 






M 

FEATHER GEAR 

MAGICAL LIGHTWEIGHT CLOTHES, GET 
KNOCKED FAR BACK WHEN HIT, 

VINCENT'S SHOP, 

19800 

32 






# 

TAILCOAT 

JUST AN EVERYDAY COAT. STYLISH, BUT 
OFFERS LITTLE PROTECTION. 

VINCENT'S SHOP, 300 

3 


























































































































— 


* t 







-r—.. —— - r 

NAME DESCRIPTION 

LOCATION 

DEF 

STR 

CON 

INT 

MND 

LCK 

— 

f© 

BIKER'S JACKET 

A JACKET WITH PROTECTIVE PADDING. 

20 ANDRAS 

4 

2 

2 

. 


J 

m 

JUSTAUCORPS 

EXTRAVAGANTLY DESIGNED 17TH CENTURY 
COAT. 

VINCENT'S SHOP, 5000 

8 



2 

2 

| 

ft 

TUXEDO COAT 

THE FINEST OF FORMALWEAR (IN CLASSIC 
BLACK, OF COURSE). 

CI1Y OF HAZE 

10 1 





2 

BATTLE JACKET 

MADE FROM A SPECIAL FIBER RESISTANT TO 
SLASHING ATTACKS. 

NATION Of FOOLS 

7 






B 

SURCOAT 

A GARMENT BEARING A NOBLE FAMILY 

CREST. 

119 GHOUL KING 

IS 



5 

5 


& 

LEATHER CUIRASS 

BODY ARMOR MADE OF LEATHER. 

CITY OF HAZE 

4 






COPPER PLATE 

A BREASTPLATE MADE OF COPPER. 

4 AXE ARMOR; BURIED 
CHAMBER 

9 






© 

IRON PLATE 

A BREASTPLATE MADE OF IRON. 

34 GREAT ARMOR; 

GREAT STAIRWAY 

15 






£ 

SILVER PLATE 

A BREASTPLATE MADE OF SILVER. 

49 CROSSBOW ARMOR; 
FOREST OF DOOM 

18 






£ 

GOLD PLATE 

A BREASTPLATE MADE OF GOLD. 

89 BUSTER ARMOR; 

DARK ACADEMY 

25 






Q 

LORICA 

ARMOR WITH A MUSCULAR DESIGN. 

WORN BY ROMAN OFFICERS. 

SANDY GRAVE 

32 

3 

3 




£ 

PLATINUM PLATE 

A BREASTPLATE MADE OF PLATINUM. 

; 121 IRON GOLEM 

45 






n 

SAMURAI PLATE 

TRADITIONAL BODY ARMOR WORN BY 
SAMURAI WARRIORS. 

96 DEAD WARRIOR 

40 


10 


10 


ft 

HOLY MAIL 

ARMOR THAT REDUCES DAMAGE FROM 

HOLY ATTACKS. 

FORGOTTEN CITY 

25 




10 


m 

BERSERKER MAIL 

ARMOR THAT INCREASES DAMAGE DEALT 

OUT AND RECEIVED. 

122 DOUBLEAXE 

ARMOR 


30 

-30 


-30 


m 

ANCIENT ARMOR 

ANY DAMAGE REDUCES HP BY 10% OF 
MAXIMUM HP. 

92 OLD AXE ARMOR 







m 

HEALING MAIL 

ARMOR THAT HEALS HP AS THE WEARER 
WALKS. 

CITY OF HAZE 

12 






V 

MIRROR CUIRASS 

MIRRORED ARMOR THAT PROTECTS THE 
WEARER FROM PETRIFICATION. 

93 GORGON 

16 














DEFENSE IMPROVES AS MORE OF THE 
MAP IS UNCOVERED. 


44 (1000% 
COMPLETION) 


BOSS RUSH 3 


SCOUT ARMOR 


HEAVY ARMOR 


CUMBERSOME ARMOR* HIGH DEFENSE, 
BUT SLOWS DOWN THE WEARER* 


81 HEAVY ARMOR 


m 

IMPERVIOUS MAIL 


ARMOR THAT CAN COMPLETELY BLOCK 
SOME ATTACKS* 


80 DEAD CRUSADER 


A CORSET MADE OF LEATHER. 


CITY OF HAZE 


LEATHER CORSET 


A CORSET DECORATED WITH JADE 
GEMS. 


GREAT STA RWAY 


JADE CORSET 


A CORSET DECORATED WITH BRIGHT 
AMETHYSTS. 


26 LERAJ1E; FOREST OF 
DOOM 


AMETHYST CORSET 


» 

EMERALD CORSE! 


A CORSET DECORATED WITH 
SPARKLING EMERALDS* 


VINCENT'S SHOP, 5000 


« 

RUBY CORSET 


A CORSET DECORATED WITH FIERY 
RUBIES* 


45 AMPHISBAENA; 
VINCENT'S SHOP, 5000 


v 

SAPPHIRE CORSET 


AN ELABORATE CORSET DECORATED 
WITH SAPPHIRES* 


VINCENT'S SHOP, 5000 


A CORSET WORN BY A LILITH. 


50 LILITH 


LILITH CORSET 


v 

PLATINUM CORSET 


A CORSET MADE OF PLATINUM* 


FORGOTTEN CITY 


DIAMOND CORSET 


A COSSET BLAZING WITH THE HARD 
SPARKLE OF DIAMONDS. 


VINCENT'S SHOP, 
30000 


ft 

KIRTLE 


A PLAIN, LONG DRESS. 


CITY OF HAZE 


MIKQ DRESS 


CLOTHES WORN BY PRIESTESSES OF 
SHINTO SHRINES* 


VINCENT'S SHOP, 5800 


5 

COTTON APRON 


THE MAID WHO OWNED THIS 
OBVIOUSLY QUIT A LONG TIME AGO 


7 STUDENT WITCH 


& 

SILK NEGLIGEE 


A SILK GARMENT DESIGNED FOR 
COMFORTABLE SLEEPING. 


VINCENT'S SHOP, 7200 


ft 

BATHROBE 


A SOFT, LUXURIOUS TERRYCLQTH 
ROBE. 


GREAT STAIRWAY 








> ’V' v 


LOCATION 


DEF 


STR 


VINCENT'S SHOP, 
33000 


SPIKED MAIL 


■* - * 


NAME 


DESCRIPTION 


ARMOR COVERED WITH SHARP 
SPIKES. WEAR WITH CAUTION. 
































































































































HEAD 




DEF 


STR 


CON 


INI 


MND 


A CAMISOLE WITH CUTE FRILLS. 


A DRESS COVERED WITH GUTTERING 
SEQUINS. 


A CHEERFUL-YET-HORRIFYING CLOWN 
SHIRT. 


CLOTHING WORN BY NUNS. 


A DRESS PERFECT FOR AN ELEGANT- 
YET-FUN NIGHT ON THE TOWN. 


NATION 


23 PERSEPHONE 


GREAT STAIRWAY 


A LIGHT BLOUSE FAVORED BY 
DANCERS. 


A TIGHT, FORM-FITTING DRESS FOR 
THE WELL-DRESSED LADY. 


110 LAURA 


CON INT 


MND 


SIR 


DEF 


I he hats and helmets o\. Portrait of .Rum typically boost a stat 
or three by a little, and sometimes have useful effects beyond 
stats-—‘See the screen below to see the Eye for Decay in action; 
for example! 


40 COPPELIA 


GREAT STAIRWAY 


NATION OF FOOLS 


VINCENT'S SHOP, 9800 


NAME 


a* 

EYE FOR DECAY 


GAMBLER GLASSES 


SUNGLASSES 


THICK GLASSES 


GLASSES 


MONOCLE 


cs* 

GOGGLES 


COMBAT BERET 


J& 

URAEUS 


ROYAL CROWN 


DESCRIPTION 


ENABLE THE WEARER TO SEE BREAKABLE 
WALLS, 


ENABLE THE WEARER TO SEE ENEMY ITEM 
DROP PERCENTAGES. 


STYLISH EYEWEAR THAT PROTECTS THE EYES 
FROM ULTRAVIOLET RAYS, 


A PAIR OF GLASSES WITH VERY THICK 
LENSES, 


MAKE YOU LOOK OLDER AND WISER, 


A LENS FOR ONE EYE. A FAVORITE AMONG 
DISTINGUISHED GENTLEMEN, 


PROTECTIVE EYEWEAR THAT PROVIDES 
SAFETY, 


A STANDARD-ISSUE MILITARY BERET, 


AN EGYPTIAN ROYAL CROWN DECORATED 
WITH A GOLDEN COBRA. 


A CROWN ENCRUSTED WITH PRECIOUS 
JEWELS FROM ALL OVER THE WORLD. 


LOCATION 


16 PEEPING EYE 


WIND'S "THE 
GAMBLER" QUEST 


VINCENT'S SHOP; 200 


CITY OF HAZE 


42 FLYING SKULL 


66 DOGETHER; GREAT 
STAIRWAY 


GREAT STAIRWAY 


TOWER OF DEATH 


46 ELGIZA 


119 GHOUL KING 


© 

HEAD GUARD 


PROTECTS THE HEAD FROM MPACTS. 


ENTRANCE 


a 

BANDANA 


A PIECE OF CLOTH TO PROTECT THE 
FOREHEAD. 


BURIED CHAMBER 


IRON HELMET 


A HELMET MADE OF IRON 


53 H LGUARD 


STONE MASK 


A CREEPY MASK USED IN ANCIENT RITUALS. 


37 MUMMY 


m 

VIKING HELMET 


THE DISTINCT TWO-HORNED HELMET WORN 
BY VIKING WARRIORS. 


VINCENT S SHOP, 4000; 
TOWER OF DEATH 


BALLROOM MASQUE 


A MASK WORN BY NOBLES AT FORMAL 
DANCES, 


6 GHOST DANCER 


LCK 


98 ALIORUMNAS; 
VINCENT'S SHOP; 
24000 


# 

DALMATICA 


A GARMENT WITH WIDE SLEEVES; 
WORN BY RELIGIOUS ORDERS, 


<8> 

CLOWN SHIRT 


£ 

NUN'S ROBES 


a 

COCKTAIL DRESS 


DANCER'S BLOUSE 


# 

COTEHARDIE 


£ 

WEDDING DRESS 


A PURE-WHITE BRIDAL DRESS, 


13TH STREET 


& 

FRILLY CAMISOLE 


1 

SEQUINED DRESS 


78 SUCCUBUS 

Ml 


A BEAUTIFUL ONE-PIECE DRESS 
BLESSED BY A GODDESS. 


& 

PRINCESS COAT 


a 

ROBE DECOLLETE 


A COAT WITH AN ORNATE, FEMININE 
CUT. 


107 NYX 


MASTER'S KEEP 


E 

EUROPA'S DRESS 


AN ELEGANT DRESS FOR THE MOST 
FORMAL OF EVENTS. 



























































































































LEGS 





V 


r *4^ 


' 

■ 


NAME ! DESCRIPTION 1 LOCATION jPEF 

sir con |int Imnd 

UK 1 

k 

FEDORA 

A FASHIONABLE HAT THAT JUST FEELS RIGHT 
WITH A WHIP. 

33 FLEAM AM 

4 






<£> 

PORKPIE HAT 

A FELT HAT WITH A SMALL BRIM. 

114 RIPPER 

5 





1 

& 

SILK HAT 

THE HAT OF A TRUE ARISTOCRAT. 

VINCENT'S SHOP, 6000; 
NATION OF FOOLS 

5 



4 



TRAVEUR'S HAT 

A WIDE-BRIMMED HAT PERFECT FOR THE 
WELL-TRAVELED MAN. 

87 WITCH; VINCENT'S 
SHOP, 7500 

6 



3 

3 


ATTICA HELMET 

A HELMET WITH A FEATHERED CREST. 

FORGOTTEN CITY 

7 

5 





4 

SAMURAI HELMET 

THE TRADITIONAL HELMET OF SAMURAI 
WARRIORS. 

VINCENT'S SHOP, 12000 

a 


5 




4 

! SHOGUN HELMET 

A HELMET WORN BY THE TYRANT SHOGUN 
NOBUNAGA. 

13TH STREET 

10 

3 


-5 



@ 

SKULL MASK 

A FRIGHTENING MASK PATTERNED AFTER 

A SKULL. 

76 MALACHI 

13 



-3 

-3 

-3 

% 

VELVET RIBBON 

A FINE RIBBON, SOFT TO THE TOUCH. 

CITY OF HAZE 

2 






£ 

WITCH'S HAT 

THE TRADIONAL POINTY HAT OF THE WELL- 
DRESSED WITCH. 

7 STUDENT WITCH 

3 



3 



% 

MOURNING VEIL 

A BLACK VEIL OF SADNESS. 

VINCENT'S SHOP, 1200 

2 



2 

2 


& 

NUN'S HABIT 

HEAD COVERING WORN BY NUNS. 

GREAT STAIRWAY 

2 




3 



OPEN VEIL 

A HEADCOVERING THAT FRAMES THE FACE. 

TOWER Of DEATH 

3 

3 


3 



■h 

HOLY VEIL 

A VEIL IMBUED WITH HIDDEN POWER. 

NATION OF FOOtS 

5 



10 




CLOVER TIARA 

A TIARA MADE OF FLOWERS FROM A 
MEADOW. 

CITY OF HAZE 

1 




2 



PEARL TIARA 

A TIARA ADORNED WITH PEARLS. 

45 AMPHISBAENA 

3 







DIAMOND TIARA 

A TIARA ENCRUSTED WITH HARD 

DIAMONDS. 

VINCENT'S SHOP, 18000 

10 







PRINCESS TIARA 

A TIARA COVERED WITH BRILLIANT GEMS. 

FORGOTTEN CITY 

S 





7 

MUSE'S TIARA 

A TIARA BLESSED BY A GODDESS. 

101 ALURAUNE 

6 



8 




MIDNIGHT TIARA 

A TIARA WITH JEWELS SHINING IN A BLACK 
BACKGROUND. 

110 LAURA 

7 




5 



ARACHNE HENNIN 

A BEAUTIFUL HAT CREATED BY ARACHNE THE 
WEAVER. 

VINCENT'S SHOP, 70000 

7 



3 

3 

3 





| m 


j] 

a 

£ 


As with headwear, Loots and leggings usually give a minor 
boost to a few stats, and sometimes offer additional effacts* 
One pair of Loots adds to divekicking damage, while another 
increases the length of your hachdashl Two pairs even allow 
you to increase your running speed. 


L 





NAME 

DESCRIPTION 

LOCATION 

DEF | STR 

CON 

INT 

MND 

LCK 

SANDALS 

COMFY-LOOKING SANDALS MADE OF 

LEATHER, 

CITY OF HAZE 

1 






J 

ENGINEER BOOTS 

STUDY BOOTS WITH A STEEL PLATING IN 

THE TOES. 

VINCENT'S SHOP, 1680 

2 






ROYAL SANDALS 

SANDALS DECORATED WITH PRECIOUS 

GEMS, 

SANDY GRAVE 

4 






1 

COMBAT BOOTS 

BOOTS WITH A KNIFE POCKET, DESIGNED 

FOR COMBAT, 

VINCENT'S SHOP, 4200 

3 





i 

2 

MOONWALKER5 

BOOTS THAT ENHANCE THE ABILITY TO DASH 
BACKWARDS, 

CITY OF HAZE 







% 

SLICK BOOTS 

BOOTS THAT ENHANCE SLIDING ABILITY. 

73 SKELETON BLAZE; 
TOWER OF DEATH 







* 

SPIKED BOOTS 

BOOTS THAT DEAL EXTRA DAMAGE WHEN 
KICKING. 

NATION OF FOOLS 







Sr 

MERCURY BOOTS 

BOOTS THAT ALLOW THE WEARER TO MOVE 
FASTER. 

DARK ACADEMY 







* 

WINGED BOOTS 

BOOTS THAT ENABLE YOU TO RUN LIKE THE 
WIND, 

T3TH STREET 






i 

i 

HIKING BOOTS 

HEAVY, THICK-TREADED BOOTS, 

VINCENT'S SHOP, 2500 

2 


1 




OXFORDS 

THICK-SOLED LEATHER SHOES. 

VINCENT'S SHOP, 2480 

3 






WINGTIPS 

FOR THE FASHIONABLY-DRESSED VAMPIRE 
HUNTER. 

VINCENT'S SHOP, 58D0 

4 




3 


a 

IRON LEGGINGS 

LEGGINGS MADE OF STEEL, 

GREAT STAIRWAY 

5 | 






JB 

SILVER LEGGINGS 

LEGGINGS MADE OF SILVER. 

FOREST OF DOOM 

6 







* 























































































































ACCESSORIES 




STEEL GREAVES 


STEEL ARMOR FOR THE LEGS. 


13TH STREET 


PLATINUM 

LEGGINGS 


LEGGINGS MADE Of PLATINUM. 


121 IRON GOLEM 


1 

SAMURAI LEGGINGS 


LEGGINGS WORN BY SAMURAI. 


13TH STREET 


ENAMEL P1NHEELS 


SHINY ENAMEL PINHEELS. 


MASTER'S KEEP 


INUIT BOOTS 


BOOTS MADE OF SEAL FUR. 


IS FROZEN SHADE 


Jt 

SUCCUBUS BOOTS 


A PAIR OF BOOTS WORN BY SUCCUBI. 


73 SUCCUBUS 


GLAMOROUS PUMPS 


GORGEOUS HIGH-HEELED SHOES WORN BY 
CELEBRITIES. 


SANDY GRAVE 


SILENT SANDALS 


SHOES WITH AN UNUSUAL SOLE THAT LETS 
THE WEARER WALK SILENTLY. 


50 LILITH; VINCENT'S 
SHOP, 5800 


ARTEMIS SHOES 


SHOES BLESSED BY A GODDESS. 


BURNT PARADISE 


NUN'S SHOES 


SHOES WORN BY NUNS. 


CITY Of HAZE 


GLASS SHOES 


AN IMPRACTICALLY FRAGILE PAIR OF SHOES. 


VINCENT'S SHOP, 5000 


PRIMA SHOES 


THE ULTIMATE TOE SHOES, RESERVED FOR 
PRIMA BALLERINAS. 


VINCENT'S SHOP, 8000 


DIAMOND SHOES 


A PAIR OF SPARKLING, DIAMOND- 
ENCRUSTED SHOES. 


VINCENT'S SHOP, 20000 


description 


j LOCATION 


LEGGINGS MADE OF GOLD. 


BURNT PARADISE 


NAME 


1 

gold leggings 


DEE Is TB I CON 


INT 


MND LCK 


_ 


Not many accessories Lear statistics (the most notaLle is 
Charlottes Venus Prooch), Instead, many offer a minor benefit 
or permanent change to status. For example, the Shaman Ring 
Loosts the amount of EXP you receive. The Gold Ring increases 
your luck witk money, and actually causes 500 gold hags to 
fall f rom candles. The Master Ring doubles the amount of SP 

received. And a few, 
late game items are even 
more beneficial than 
those. 


NAME 

DESCRIPTION 

LOCATION | DEF 

STR 

CON 

INT 

MND 

LCK 1 

STUDDED CHOKER 

A CHOKER WITH METAL STUDS FOR THE 

REBEL IN YOU. 

VINCENT'S SHOP, 980 

I 






0 

CHARM NECKLACE 

A NECKLACE THAT RESISTS CURSES, 

SANDY GRAVE 





10 


4 

STELLA'S LOCKET 

A LOCKET WITH A PICTURE OF THE TWINS, 
ALONG WITH... 

OBTAINED AFTER 
DEFEATING STELLA FOR 
THE FIRST TIME 







0 

ASTRAL RING 

CONSUME HP INSTEAD OF MP WHEN USING 
MAGIC 

BOSS RUSH 1 







0 

ENGAGEMENT RING 

CONSUME HP INSTEAD OF MP WHEN YOUR 
PARTNER TAKES DAMAGE. 

BURNT PARADISE 







GOLD RING 

A RING THAT INCREASES LUCK WITH MONEY, 

127 GOLD SKELETON 







0 

SHAMAN RING 

A RING THAT INCREASES THE EXPERIENCE 

YOU EARN, 

13TH STREET 








J 



















































































































NAME 

DESCRIPTION 

LOCATION 

DEF 

STR 

CON 

1 NT 

MND 

LCK 

MISER RING 

A RING THAT BOOSTS ATTACK DAMAGE 
ACCORDING TO CURRENT WEALTH. 

WIND'S "ABANDON 
GREED" QUEST 







0 

SAGE RING 

A RING THAT BOOSTS MP RESTORATION 
SPEED, 

WIND'S "THE HUNDRED 
TASKS" QUEST 







0 

THIEF RING 

A RING THAT INCREASES THE CHANCES OF 
FINDING RARE ITEMS, 

WIND'S "FIND THE 

KING OF BIRDS" QUEST 







PEARL RING 

A RING ADORNED WITH A PEARL, 

VINCENT'S SHOP, 9S00 

2 






0 

TOUGH RING 

A RING THAT SHORTENS RECOVERY TIME 
AFTER TAKING DAMAGE. 

22 GOLEM 

1 






0 

MASTER RING 

A RING THAT INCREASES THE MASTERY 
RECEIVED. 

VINCENT'S SHOP, 

200,000 







<s> 

SKULL RING 

A RING THAT CURSES THE WEARER. MP 
DRAINS RAPIDLY WHILE EQUIPPED, 

1 IS LESSER DEMON 


6 

6 

b 

6 

-13 

0 

IMMUNITY RING 

A RING THAT NEUTRALIZES POISON 

ATTACKS, 

WIND'S "DEFEAT THE 
GHOUL KING" QUEST 







BLESSED RING 

A RING THAT NEUTRALIZES CURSES, 

WIND'S "OVERCOME 

THE CURSE" QUEST 







HERCULES RING 

A RING THAT LETS YOU IGNORE BLOWS LIKE 

A MIGHTY GOD. 

108 MINOTAUR 







M 

CAPE 

A STURDY CAPE, 

CITY OF HAZE 

1 






j 

HERO'S CAPE 

A FLASHY VELVET CAPE, 

6 ZACCHINO 

2 






M 

BLUE CAPE 

A BEAUTIFUL BLUE CAPE, 

TOWER OF DEATH 

3 



3 



M 

ELVEN CAPE 

A CAPE THAT PROVIDES PROTECTION 

AGAINST MAGIC. 

VINCENT'S SHOP, 11000 

4 




5 


j 

ASSASSIN'S CAPE 

A STEALTHY CAPE FAVORED BY ASSASSINS. 

13TH STREET 

5 

3 





M 

INVISIBLE CAPE 

A MAGIC CAPE THAT RENDERS THE WEARER 
INVISIBLE. 

BOSS RUSH 1 







HOLY MANTLE 

A LONG CAPE WORN BY HIGH-RANKING 
CLERGYMEN. 

VINCENT'S SHOP, 10000 

3 



3 



& 

PALUDAMENTUM 

A ROMAN GENERAL'S CLOAK. 

| VINCENT'S SHOP, 15000 

5 



5 





NAME 


BLESSED ANKH 


WHITE CORSAGE 


DESCRIPTION 


INCREASES THE EFFECTIVENESS OF 
RECOVERY ITEMS. 


A CORSAGE OF SMALL, SNOWY WHITE 
FLOWERS. 


j LO CATION jPEF I SIR 


CITY OF HAZE 


91 AMALARIC SNIPER 


CON 


INI 


MND 


* 

ORCHID CORSAGE 


A CORSAGE FASHIONED FROM FINE 
MATERIALS. 


56 CORPSEWEED 


101 ALURA UNE 


& 

ROSE CORSAGE 


A CORSAGE FASHIONED FROM HIGH- 
QUALITY, DELICATE MATERIALS, 


SORCERESS CREST 


SHORTENS THE TIME REQUIRED TO INCANT 
MAGIC SPELLS, 


WIND'S "THE GREAT 
SAGE" QUEST 


FORGET-ME-NOT 


A NECKLACE PATTERNED AFTER A BEAUTIFUL 
FLOWER, 


VINCENT'S SHOP, 1200 


CRYSTAL NECKLET 


A NECKLACE CONTAINING PURE, COLD 
WINTER AIR, 


SANDY GRAVE 


PLATINUM CHAIN 


A PLATINUM NECKLACE WITH A VICTORIAN 
DESIGN, 


VINCENT'S SHOP, 5800 


HEART BROOCH 


INCREASES THE LIKELIHOOD OF GETTING 
HEARTS. 


99 DODO 


ASTRAL BROOCH 


TAKING DAMAGE WILL RESTORE MP. 


86 WITCH 


a 

LAUREL BROOCH 


A VALUABLE ANTIQUE BROOCH, 


ENTRANCE 


ABALONE BROOCH 


A BROOCH MADE FROM SHELLS FROM THE 
MEDITERRANEAN SEA, 


24 MIMIC 


DIAMOND BROOCH 


A BROOCH WITH THE BUNDING GLARE OF A 
100-CARAT DIAMOND, 


VINCENT'S SHOP, 
25000; SANDY GRAVE 


MOON BROOCH 


AN ELEGANT BROOCH THAT SHINES WITH 
THE LIGHT OF THE MOON, 


NATION OF FOOLS; 
VINCENT'S SHOP, 30000 


VENUS BROOCH 


A BROOCH BLESSED BY VENUS, GODDESS OF 
LOVE AND BEAUTY, 


FORGOTTEN CITY 


A RING THAI BOOSTS MP RESTORATION 
SPEED, 


ENTRANCE 


MAGUS R NG 


■M- ££ 


























































































corpse. Killing many zombies in Ihe City of Hoze con trigger die oppeamnce of o pair 
Zombies Themselves ore little threor, though beware lliem in Hurd Mode, where they are 
nnisonous, and significantly more aggressive, 

0ifrance. Gtfg of Haze 


C.d|. » 


-„ OTTEN MEAT.... 
TtOBO'S CLOTHES 


— 13 

4.14,- I 


u Enemy Humber 

2 . ) Enemy Nome - your foe's moniker. 

3. ) Description - Brief detoils about your adversary. 

4. ) Location - Your foe's various haunts. 

5 ) Damage Properties - There are 11 types of damage in Portrait of Ruin: H Mmg r 
PS whipping, 1^1 slashing ® fire, H ice, electric, H dark, S holy, 

[5] paison, m cursing, and ffl stone damage. Icons in this section indicate whether a 

foe is particularly susceptible to certain damage types, or resistant to others. Damage types that 
deal extra damage to o given foe will he highlighted with a red icon. Damage types that 
a qrven foe will resist, taking half damage or less (and in same cases, NO damage), will be 
highlighted with a blue icon. The percentage of enemies with a resistance or weakness to 
a given damage type is illustrated in this table. 

y HP - the number of hit paints a given foe has. Foes are defeated when their hit points are 
reduced To 0. 

7.) EXP - the experience granted for defeating a given foe. Can be increased by using the Shaman 
Ring necessary (found in a secret room inside the "13* Street" portrait). 

8) SP - skill points granted upon defeat. Skill points are used to master Subweopans, making them 
more powerful. Con be doubled with the Muster Ring accessory, available from Vincent for the 
low price of $2D0,QQ0! 

9.) ATK - the monster's attack rating. This determines how strong their attacks are Your DEf and 
CON stats will offsetting reducing the damage you take. Against magical attacks, your MND is 
used to offset same of the damage. Damage con also be reduced by using Spells like LUN boost 
and Subweapons like Stonewall. 

DEF - the monster's defense rating. For most monsters, this is taw or nonexistent meaning 

strike for fall damage (i.e, if your attack rating is 100 and you bit an enemy 
will do 100 damage—even more if they are weak to the damage types you're 
a few, like the Final Guard or Iran Golem, tha defensive slot is so high that 


unless vou ate incredibly strong you will strike foe pitiful damage. Luckily these types of fees 
generally don't have a lot of HP, and you can just switch to striking them as quickly as possible. 

ft.) MND - the monster's mind rating. This determines how well n monster absorbs Subweopon end 
Spell attacks. 

12) Loot - mast monsters con drop items that will prove useful to you upon detent. Whether to collect, 
equip use or sell, item collection is important to the Casllevania experience. The top item is [he 
monster's common drop, ond the bottom item is its rare drop, Some rare drops, like the m King 

13) Drop percentage - The percentages displayed here assume o luck rating af 40, This is fairly 
middle-of-the-road; on easy Total to get te early on with luck equipment and spell butts, end 
a standard stnt figure later, at higher levels. Adding mare luck through equipment and spell 
buffs (Charlotte's LUCK Boost spell odds a whopping +60 luck when fully charged!} increases 
the likelihood of drops. Droprates can also be increased by equipping ihe Thief Ring accessory, 
obtained through Wind's "Find the King of Girds" quest. The star rating shown in-game, 
indicating rarity, will sometimes change if you alter your luck rating, showing die relative change 
in drop possibility. The headpiece Gambit Goggles, obtained from Wind s The Gambler quest, 
will actually show you the real percentages in-game rather than the star rarity ratings, the 
percentage will change dynamically asyau play with your luck rating, just like the star rating. 
Deciding whether to primarily use Jonathan or Charlotte when farming for items is important, 
os foot is based on whoever landed the killing blow, and their LUCK slots are almost certainly 
different When hunting for rare items, keep all this in mind and boost your chances as much os 
possible—use the fally-churged LUCK Boast spell for +60 LUCK, then equip the Thief Ring and os 
much LUCK-hoosting gear as you can a Hie character you plan to use. Note that while Charlotte 
has far more LUCK-hoosting gear (in particular, the Princess pieces, Ihe Moan Brooch, and The 
Venus Bioach), Jonathon tends te he better at actually making things dead, and plani accordingly. 
We recommend mainly forming with Jonathan, while Charlotte's LUCK Boost spei is fully cchve 
and Charlotte is dismissed or kept hanging back. This is a nice middle ground of damage and 
luck Later on you might even substitute the Speed Up spell far LUCK Boost—sure you tab a 
hit an pure drop chance, but some enemies can be farmed very very rapidly by speeding hock in 
and out of a room, letting the monsters respawn quickly and stacking up kills fast. Mint you lose 
in LUCK can sometimes be made up for with the sheer amount of chances you give yourself by 
piling up kills quickly. 


- r,.^r 



A demon who flies about, wearing the face of a dead human. Much less fearsome than it appears, this 
flying foe is easily dispatched with o few leaping stakes. 


An animated corpse. Killing many zombies in the City of Haze can trigger the appearance of a pair of 
Wights. Zombies themselves ore little threat, but beware them in Hard Mode, where they are polsorir 
ous, and significantly more aggressive. 


A stylish and sociobie demon who is quite attentive te Ihe ladies. Approach him with Chadotte tec a 
romantic proposal! This Casanova won't attack Charlotte, and in fact offers her a rose. Attack the rose 
far humorous results. He is not so kind to Jonathan, whom he swipes at with a sword. 


A bloodsucking bat Thot lurks in the costle. The main danger from bats is that you might not seo them 
at all against a dark background. 

Entrance. Buried enamfier, city of naze 


A skeletal corpse controlled by magic. Like Zombies, fairly easy te dispatch. They toss bones at you 
lazily. 

Entrance, eify of Haze, sandy grave 


An immature witch who's still learning her spells. She floats around slowfy and doesn't do much else, 
besides running away as a cot when defeated. 


H Axe Armor 


A zombie warrior in heavy armor, equipped with a devastating oxe. You con jump The low axes, crouch 
under the high ones, ond destroy either variety with any of your attacks. 

Entrance, city of Haze _ 


A skeleton that attacks by throwing his own ribs, A much mare aggressive variant of the bone-throwing 
Skeletons, this fellow is quicker and more eager to hart you. Down him quickly te avoid dealing with 
projectiles for too long. 
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' • A small demon who mokes up for his size in ferocity ond malevolence. Hell fly around and occasionally An Qrclher made of ^ Tlie ' r 1ow ^ ,n 9 orrows ore 

throw small scythes at you. Use Subweapons like the Ricochet Rock or Axe, and wide weapons tike BUPlBfl CMlTlEl&r. QFB3f Sf9 


• His Bloody Mary is to die for Just ask Mary, ft's very worth your while to stay you; hand from slaying 
this frond—our favorite in Portrait of Ruin—for just a second. 


A magician who gained invisibility but gave up his soul in return. He always arrives dressed in a caat 
and hat, before removing them. Kill him quickly before you lose track of his location. 

Entrance, Burled cnamDer 


demon who likes to ploy with fire. Down this little imp quickly before he has time to place 


A powerful golem created by infusing special stones with magical life. As a being made of stone, hiades 
ore ineffective, so put those swards and Subweapons away and break out the knuckles and maces. 

Burled ffiamuer 


A powerful undead being, bom from a rotting zombie. Kill many zombies in the City of Haze to trigger 
llie appearance of two Wights. Be careful fhutyou don't get too careless or worn down killing Zombies 
while wailing for Wighb—none of these monsters ore scary on their own, but when the Wights appear 
they are very fust, and some damage is probably inevitable. 


A figure made of mud, imbued with a tormented soul. This otherwise forgettable foe is noteworthy for 
being the only monster besides the Poison Worm to harbor no elemental strengths or weaknesses. 

Buried cnamoer 


A demonic sea-creature from the oceans of the underworld, This strange, 
Jellyfish-like floating demon presents o large, innocuous target. 


The count's demonic maid. Sire seems to have bought u new vacuum cleaner 
A favorite Down of Sorrow enemy, the spirited maid returns, trusty demon vacuum in tow. Be coreful 
that Charlotte's skirt doesn't get caught in it! 

great stairway, sandy grave 


Half fish, half man, ond all monster. It hunts pretty near the water, A classic Costlevania adversary 
returns, unchanged. 

Burled cnamDer 


A wraith thot can freeze the air. Their magic icicles con be negated with just about any attack. 
Beware—even If the Frozen Shade is dispatched, icicles she's conjured will still attack. 


A creature that keeps watch in the castle. His incredibly rare drop allows you to see breakable walls! 
Note the Peeping Eye's upgrade to polygons, then throw on the LUCK gear and break them apart. 


An .eerie plant thot feeds on bland. Clear this out with crouching strikes or wide weapons like great- 
swords ond certain books. 

Buried cnamDer 


A creature that disguises ilself os a treasure, then awoits ils prey. Don't trust treasure in this game. It 
comes equipped with a set of fangs ond c temper. Strike with a long-ranged weapon (like a spear or 
whip) to get ils attention, then Backdash out of the swing's recovery to avoid the Mimic's counterat¬ 
tack. From here you can finish it off. 


A demon who rides a wolf ond carries a flaming sword. With less HP than it might seem, you can just 
rush forward and dispatch this demon before hu ever has a chonce to swing his blade. 
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25 Larva 

t with the heed of o man and the bn 
Itiem in Hie head wilh any attack to 

Entrance, great stairway. Nation of Fools 
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A spirit with the henJ of o non end the body of a worm. A lot easier to deal with thon they loot, simply A skeleton worrier thot lias absorbed blood. It ran rejenerole. Noimolly immnrtol, Red Skeletajs ton t 
strike them in the head wilh ony attack to cleor your woy. kilied for keeps wilh lire Undeod Killer whip, gained from Wind's "S Rank Hurrier" quest.' 
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29 Rea srnefon 

Ion ivor rici that has absorbed blood, I loan rege 
jr keeps with the Undeod Kilter whig, gained frc 

sandy yrave. Forgotten city 


□ KROS3 





Lerape 



Armor Knignf 


An evil hunter. Uses richocheting ballets to kill from afar. An interesting enemy, who attacks you with a 
rifle and martini oris, Victory can mean the Ricochet Rock ability for Jonathan, incredibly powerful when 
mastered. 


great stairway. Nation of Fools 


An armored zombie worrier who carries a spear. Watch out for these crafty knights, who cun attack with 
a long spear from a variety of angles. Obtaining and mastering the subweapon they drop. Javelin, is 
essential to completing Wind's "The Spear of Legend" quest. 

sandy grave. Nation of Fools. Burnt Paradise 



AMETHYST CORSET.8.28% 


RICHOCHET ROCK...8.28% 


LONG SPEAR...9.66% 


JAVELIN....8.28% 


127 spittle Bone 

A four-legged skeleton that crawls on walls. lake t 
of a jump by their wall-hogging activities. 

Entrance, Nation of Fools 



Ectoplasm 


A substance created by souls wba cannot find rest. These strange apparitions can Curse you an contact, 
very annoying. If only ano character is Cursed, you can actually just swap them to secondary to avoid 
A four-legged skeleton that crawls on walls, lake these out to ovoid being knocked off a platform or out Q(1 y \\\ e ff ec ^ w ttile ^ ^ f or \\ f 0 wem 0 ff natumlty. Otherwise, you'll need the curative techniques 
of a jump by their wall-hugging activities. thot this very monster drops. 
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A small spirit doomed to wander the castle grounds for all eternity. Kilting many of these in Sandy Grove;' 
con trigger the oppeuronce of the Great Ghost, they olso hold Charlotte's useful Summon Ghost spell. 

sandy Grave. Forgotten eify 
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The skills of dinosaurs, animated try a demonic; force. Another classic villain, the Bone Pillors here come 
in groups of three, ond usually with support in the farms of multiple other monsters. Use multi-hitting 
ability and weapons with wide strike areas to hit multiple Bone Pillars olu lime. 

Sandy grave 
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Fleaman 


man who leaps about os if he were o flea. We all knew Ffeamen were weak, quick, 
bouncy, and generally just annoying, bat what we did NOT know Is thot they olso love hreukfost food. 
The whip's ability to dangle after a swing by holding the attack button is great on Fleomen, since even 
if you miss u swing you can then dongle the whip and fling it around to get rid of the Fleaman anyway. 

Nest of EVIL sandy grave. Nafion of Fools 
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37 Mummy 


A mummified warrior, buried fn a tomb to protect his king. Mummies rise from the ground mindlessly, 
like zombies, hut can take o little more punishment before they go down again. Their drop offers a 
useful boost to Jonathan's LUCK. 


Sandy grave. Forgotten Gifu 
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PANCAKE..1.38% 


13U Great Armor 


A heovrlyrarmored knight who commands other armored warriors. Ibbirjpr they are, Ihe harder they 
fall, especially true for the heavyweight foes in Portrat of Ruin. Multthitting spells and Subweapons hit 
them more often than their smaller monster cousins, spelling bod news for Ihese bruisers and a boon 
for our hemes. 


'Jh8 Dragon zomDle 

A zombie dragon. It Instils mogic, but has become mindlessly violent. Tweaked slightly, this could be o 
boss I Keep your distance ond strike with long-range attacks und mufti-hitting Subweepons ond spells. 
The weapons this ancient dragon drops are excellent, if you m lucky enough to get them the first lime 
you encounter it. 

Buried Gtiamoer 


great stairway 


EM 


eoppena 

from hell that entertains demons. Stie J s 


from hell that entertains demons. She's not especially sab|ect to gravity, so expect to see 
this villoiness in odd positions. She holds one of the cords needed for Wind's The Gambler" quest. 


38 some 


Nafion of Fools 


A creolure made of o slimy gel, Resistant to physical attacks. Strangely, when these creatures are on 
level ground they are harder to attock than when they are on the ceiling or walls. Use weapons with 
large striking areas to hit them effectively. Some weapons, like whips, will miss even if you crouch. 

Buried CHanffier, Nafion of Fools 


^0 


HP 

EXP 

SP 

ATK 

DEF 

MND 

240 

120 

T ' 4 

42 

5 

o 

IRON PLATE 





....5.52% 

[great sword. 




.*.*4.14% 


#135 cafoDlepas 


GLADIUS.... 

.6.90% 

ZWEIHANDER. 

.5.52% 


toner down 


This ox-like beast's bioath turns living things to stone. When this strange monster tenses up arid readies its 
breath attock, Eaddosh or jump away ond retaliate from beyond breath range, or wait for the attack to 
end before moving in again. If hath Jonathan and Charlotte ore stoned, wiggle the directional pad rapidly to 
break out. If only one of them is, simply use the other to attack the stone ond break it* 


great stairway 


A murderous down who's popular ot demon birthday parties. This old friend from Dawn oF Sorrow holds 
one of tho cards needed for Wind's 'The Gambler" quest—appropriately, the Joker. 

Nafion of Fools 
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45 AmpnisDaena 


1 Hanged Bones 

A skeleton that sways like a swine. You con actually use this monster os o moving platform. Of course, 1 double-headed snake. Its name means able to move in both directions. Hie v 

you can also kill it woman-shaped upper body, which you con stake wifti long-range attacks. 

Nation of Fools sandy ypavo 


UM C 



FJ\a 


266 94 


ATX 

32 



H2 Flying SM 
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A skull that flies through the air. Much like die Ghost, Ectoplasm, and Larva, Flying Skull—serves f * 

mostly to annoy. 

Entrance, sandy yrave 
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A guardian of treasure. The symbol of Egyptian royalty, the Uraeus, is the highest Luck boosting head 
piece Jonathan tan wear. Stand hock from this fiend ond use attacks that slay active a long time, like 
powerful Subweapons and greatswords, to score many hits on this large enemy's body. 

sanay grave. Forgotten Gifu 
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il3 Sana worm 


An enormous worm that lurks in ilie ground to snare its prey. Attack it from afar with long-range ^1/ cl^ 


attacks, to avoid sliding into its pit and taking damage. Don't be afraid to check ils Jair once you've 
vacated it! 

sandy ypave 



An.enormous phantom. Con be lured to appear by slaughtering Ghosts, ond isn't much harder to 
dispatch, despite his girth. The subject af a Wind guest. 

Sandy Qrave 
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ffipi wnife Dragon #q8 Devn wneei 

The bones of a long-necked dinosaur, animated by o demonic farce. Beware the sporadic movements . . , ti Jn u. . , ■ 

of this clossic foe. The M pfe randomly on the ead of a long, bony neck, before striking quickly or Ademon.ccpossessed wheel that ,s obsessed 

sbooling flames in wide arcs. Wait fee o quick strike to relmct before movin S in, then use weapons that «*» M Wheels sometos lemble wfhnit Warning, beep ever them then strike from behind. 

bit vertically like the Axe ar Bibie, to minimize misses. sanay grave. Forgotten eify, nation of Fools 

great stairway, sandy grave. Nafion of Fools 
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An armored warrior equipped with a crossbow and exploding bells. Watch out far this armor's explosive 
bolts. They're powerful, but at least he's slow la fire them. When he expires, beware the Crossbow 
Armor's last-gasp explosion] 


An armored warrior who specializes in fighting on uneven ground. The target of Wind's "Defender of tl 
Stairs" quest, this enemy dances back ond faith along stairs, lunging forward to swing occasionally. A 
strike each from Jonalhan and Charlotte is usunfly enough to deal with them without worry. 

Entrance, great stairway. Tower of Dealt! 


A tiny demon who loves mischief. This bizarre little devil tries to swoop into you to deal damage. Well, 
tfiofs whenever he isn't Taking control of you and forcing you to swing endlessly, or taking control of 
you ond running you out af the room you're in, etc. Take them out with widening attacks like the 
Bible, Kunar, or Nebula before they get loo pesky. 


An enchanting demon who deludes her victims with mystifying beauty. As the mother of all Sutcuhi, 
appears she's left Adam to pursue other interests... When you attack, she will frequently buckdosb tc 
avoid the hit. Attack from the longest range possible to avoid this. 

Entrance, ypeat Sfaipway 


A vicious birdTike creature with the head and torso of a woman. Take her down quickly with abilities 
like Axe and Raging Fire that hit hard and upward. Let her live too long, and shell get in your hair with 
feather projectiles. 

Tower of Deafti. Nation of Fools. Foresf of Doom 


A skeleton warrior armed with a Hail. Watch out, this enemy is as likely to hit you with his quick 
movements as he is with his flail. Use lonjmnge weapons to strike him without worry that he'fl simply 
step forward into you, 

qreaf stairway. Tower of Deafn 


■ : A grown Une that bears the face of the human it fed an, Whot looks like an Une initially is a hit more 
grotesque. This cheerful foe is easily dispatched with a few hits from any large weapon. 


A skeleton warrior armed with an old musket. After they've fired, the skeletal marksmen will have to 
reload. During this time, striking them is easy. 

greaf stairway. Tower of Deafn 
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A sinister cape-dad figure who ffies through the air wielding his swords. When you Initially encounter 
this ninja-like figure he'll be fairly difficult. It's still worth pursuing his drop, though—Heaven's Sword, 
one of the more unique weapons in the gome. 

Naflon of Fools 


A monster created in great numbers from the head of Medusa. Blue Medusa Heads ore rather innocent, 
serving mostly to onnay you in sections lined in spikes. Red Medusa Heuds ore a hit more threatening, 
os they Stone your characters on contact. Be careful when making jumps around either variety, and use 
abilities like Stone Circle to make them a non-issue. 

Tower of Deafn, Nation of Fools. Bumf Paradise 


The spirit of o crow that continues to fly, even after death. Sweeps back ond forth la harass you. 
Subweapons that caver u targe area wort the best, as the crow will often fly under weapon strikes. 

Forest of Doom 


k skeleton that expertly hurls boomerangs. Ibis enemy once it realizes you J re there, has o stun ning 
range that is screens long. Hunt down the source of the boomerangs when you see Ihem and take it 
down to remove the problem. The Skelerangs don't move. 

great stairway. Forest of Doom 


k frog of ill omen. Think Flenmen, hut slower, and amphibian. 

Forest of Doom 


A demonic knight wha serves Death. It con spit fire while flying. This classic Super Castlevania IV boss 
returns, considerably weakened in the transfer. A few hits will take him down. 

Tower of Deafn 


A cursed dolt that wanders in search of Irving flesh. A few well-placed strikes will take these floating 
mannequins down before they get too active. 

Tower of Deafn, Forest of Doom 


A demonic knight who serves Death. It fights on the ground with a spear. Another Super Castlevonin IV 
boss, Slogra initially pokes from long range with a spear. Once he's taken enough damage, hell reel 
and lose the spear, then he will attack again sans weapon. You essentially have to defeat him twice. 

Tower of Deafn 
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A bee with n stinger that can easily pierce and kill, like most of the game's airborne enemies, one 
strike from anything is all it takes. 

Foresf of Doom 


A gravestone that rattles around violently. like Mimics, beware sudden lateral movements that can hit 
you. Swing from range then flackdosh away. 

Foresf of Doom 


A magical being created by o forbidden speil. Mot instantly visible, Dogether will teleport into the 
from another dimension before attacking. Leap to strike or use Subwenpcns like the Axe. 


An ancient tree animated by a malevolent will. Items like Agni's Flame and abilities like Raging fire will 
predictably scorch this angry tree. 

Foresf of Doom 


An armored warrior powered by blood. It cannot be killed. Thotis, onless you dear Wind's "5 Rank 
Huntar" quest and obtain the Hndead Killer! Collect their Magical Tickets far free trips hack to Vincent. 

is*" street Foresf of Doom 


A hive of killer bees. Highly prized among damans as a delicay. Covered in beeees] Disturbing the busy 
bees becomes necessary to clear Wind's "Build Your Strength I" quest. Bust the hives until you get one 
af them for your own. 

Foresf of Doom 


A carnivorous plant that grew and developed a taste for human flesh. Strike these in the cluster of 
pedals that makes up the head, and beware tbeir jerky movements and projectiles. 

Foresf of Doom 


A human consumed by evil after eating a cursed mushroom. These rechid things hove something you'll 
need for Wind's "Poison vs. Poison" quest. 

Foresf of Doom 
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An evil blade possessed by a demented demon. Strike the skull portion of this demon to deoldamr 

Masters Keep 


An elite skeleton warrior armed with two swords, this crafty fighter will usually duck right when he get* 
]n range, causing your swings to miss, then hell leap or dash in, Compensate by hesitating and flitting 
low, or using Subweapons and Spells, 


An armored zombie worrier with great strength; tie swings a steel boll, this warrior is very powerful 
and intimidating, hut if you don't hesitate and rush in for the kill right away you con usually down this 
hflddie before he finishes his first swing. 


A foul creature that feeds on the flesh of the dead. Kill many Ghouls in 1 ^ Street to trigger the 
ance of the Ghoul King. 

I3 tn Sfreef. Dari: Academy 


A demon thot assumes the form of a beautiful maiden to drain vitality. Obtaining Europa's Dress is 
a very worthwhile endeavor for Charlotte's wardrobe. Much like Lilith, this demon will slowly move 
forward to suck out your soul, and will dash bock to avoid your attacks. 


A sword controlled by an evil will. Causes poltergeist phenomena. This old favorite from Symphony of 
the Night surrounds itself with swords thut strike and shields that block many attacks. Gosh opart a path 
to the green 'master' sword ond strike it bard. 


A bat that attacks with razor-sharp blades. The long range of the sword these hots wield can make it dif¬ 
ficult to hit the hots without taking damage, lisa long-range ottocks on the bat (or try Milicans Sword 
or Summon Medusa, for something interesting!). 

Masters Keep 


A block demon that is accompanied by crows. Defeat the prince of hell quickly before he becomes 
an actual threat. If you let him get started, he'll quickly start striking entire halves of the screen with 
feather attacks, making it very hard to ovoid damage. 


A fire-wielding demon born in the molten pits of the underworld. Deal heavy damage to this demon with 
Rohab's Frost, or abilities like Ice Needles and Ice Fang. Watch out for the fireballs he throws. 

Masters Keep, Forgotten eify 


An elite warrior chosen to guard key oreos in the costle. Don't be daunted by Final Guard's incredible 
defense. Overwhelm him with quick hits and attacks that hit multipfe times. 


A winged boost related to dragons. It's stinnge that this challenging enemy has no drops. The Wyvern 
Gaps around the room, spewing flaming projecHles and using Its body as a threat. Don't waste time and 
overwhelm it with Subweapons and attacks before it gets going. 


Aspellccster who rides an enchanted broomstick, ff you obtain the drop early, the Traveler's Hot has 
particularly good stats for Charlotte, Note the witch's hat on the cat as it runs away. 

Forest of Doom. Dart AGademy 


A zombie warrior bearing a sturdy shield. This seasoned fighter will block most of what you do, 
especially if it's fust norma! swings up dose. You either have to catch this warrior unwaras from long 
range, or try to bolt him into swinging and hitting him while he can't retaliate. 

Masters Keep 


A pagan being from ancient times who strikes fear in anyone near him. Like the Wyvern, Malachi can 
put a lot of pain onscreen if you give him the chance. Rash him with Subweapons and Critical Arts and 
push him down before be gets the chance to use his dark arts. 

Masters Keep 


A skeleton that grows like a tree. Like the Hanging Bone, you can use this as a platform of sorts, if you 
choose not to destroy it. 


A demonic dag with large, powerful wings. Strike him and dash back quickly to ovoid a cauntertackle 
from this boxer-faced mutant. 
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89 Buster Armor 

Ad ariftbf&d warrior who specializes ire long-range attacks, Avoid or slap away his powerful homing 
projectiles, and avoid the suit going critical as he expires I 

Nesf of ML 13^ street Burnt Paradise 


CM \W 


^93 Qorgon 




A monstrous hull that breathes clouds ol toxic gas. The Gorgon's perfectly prepared New York Steak is 
needed to complete Wind's "Build Your Strength T guest. Watch his for stone breath, which operates 
like Catoble pas's. 


Forgotten city. Burnt Paradise 
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90 Armored Fleaman 

A little Flenmun armed with on axe and protected by armor. After you've demolished the armor, o 
normal Fleaman pops out! 

Nest of Ml Forgotten Gift 
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NEW YORK STEAK. 
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MIRROR CUIRASS. 



.1.38% 




9N JaeK (TBones 


A skeleton who specializes in throwing attacks. The most experienced honesiinger, this quick fiend will 
fill the screen with bouncing banes if you let him. 

Nest of ML 0 ri street Forgotten Gift. Burnt Paradise 
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BERSERKER..... 

.1.38% 




h\ Amaiaric sniper 
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SPOILED MILK.....3.45% 


ADRENALINE GEAR...1.38% 


A fallen angel who is now o Fearsome archer. One of the game's few Holy enemies, many of the best 
weapons become lackluster on these angelic snipers. Switch to Dark weapons like the Jet-Black Whip 
and the Book of Death. This is actually one enemy that gives a purpose to Dark Rift, 

Nest of Evil street V 




•95 Tanieny 


• A poisonous creature mode of o slimy gel. Resistant to physical attacks. Don't let this flashing slime touch 
you—it poisons ore contact. Use Song-range attacks or weapons that cover a large orea to avoid missing. 

Forgotten Gift. Burnt Paradise 


PUDDING.2.07% 


BLESSED ANKK..1.38% 


□ 


)2 Old Axe Armor 


A veteran zombie warrior wearing antique armor. Don't be shy with your weapons moored- these 
experienced fighters - unlocking o special game mode requires you kill 1000 of them! They dash back 
and forth quickly in addition to throwing their axes like other armors, so watch for Ihat. 

Nest of Ml. Forgotten Gift. Burnt Paradise. Dartc Academy 


96 Deaa warrior 
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HP 
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A deod knight whose spirit still lusts for bottle. Despite the unusually low droprate, it's very worth your 
while to make Deod Warriors more dead until you get a Samurai Plate. These creatures run hack and 
forth along a set path, making it easy to just stand on the edge of their route and him them fram 
complete safety. 

Nest of ML is* street Dane Academy 
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SAMURAI PLATE. 




,...2.07% 


97 Toad 


une 


Tfte result of a demonk ritual gone wrong. A bloated blood cousin of the Frag and spiritual cousin of the 
Fleaman, the Toad is slower than either. Perhaps it's because they're filled with Japanese confectionary? 

Dark AGaaemy 


An Une fattened with copious pads of blood. The gome's most grounded enemy is also weak to both 
the power of good end the element of flame. Holy Water, it's your time to shine. Ignore anti avoid the 
spGciol Lines she sends out, ond focus your attacks on the core. 


DarK Academy 


PIYOKO...4.83% 


ROSE CORSAGE. 


MUSE'S TIARA .. 


.5.52% 


.3.45% 


98 ADorumnas 


Witches bonished by the Gothic king Filimer. These mages Hout uraund ond cost surprisingly powerful 
magic that can be difficult to avoid. Don't let them stick around long enough to get started. They drop a 
useful INT-boosting bodypiece for Charlotte. 


102 LignfKeeper 


I3 trt street Dari Academy 

[✓] 


A demon who lights magical torches on groves. It can be hard to avoid getting hit against this 
diminutive creature, who can send flamewaves along the ground in addition to filling the air with fiery 
projectiles. Jump over the waves if he sends them and strike between his attacks. 

Nest of ml I3 iri street Forgotten city. Dane Aeademg 
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DALMATICA 


.2.76% 
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# 99 DOdO 


An extremely rare bird. It is rather cowardly, and runs away quickly. Use quick Subweapons to c 
the Dodo before it runs away! Its defeat is required by Wind's "Find the King of Birds" guest. 

Forgotten city 


103 Blade Grow 


□IK 


An evil crow that has developed a taste for human flesh. Much like the Blue Craw ond Bat, This avian 
nuisance often blends in with the scenery before swooping in ond under you, 

Dane Academy 




FRIED CHICKEN. 


HEART BROOCH.. 
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ioo vice Beetle 

ect with crushingly powerful jaws. Crawls en the 
emit. It will poison you, causing damage over Jim 

Nest of ML Burnt Paradise 




# 




ION Mandragora 


An insect with crushingly powerful jaws. Crawls en the ceiling. Be careful of the gasses Ihese beetles Those w * 10 heor ^ stream know madness, Uh-oh! These look like Unes at first, before sprouting from 
often emit. It will poison you, causing damage over time and huge slat penalties. Hie ground, screaming, and exploding. Unless you wont the bKP you can simply stared back and let 

them explode, since these angry oreionman drop nothing far you. 
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M -Anostvtree tat proves Flearren. This m requires mony whotks upon its three different branches to Half moth, half mun-he sprinkles poisons dost wherever he goes. Avoid the Mothmcns poisonous 

Jp defeat As you'd expect fire attacks work wonders. For on interesting curiousity, stand in the middle of gas! Strike it quickly before it can blanket the area in poison spores, 

a Wakwok Tree and cost Dark Sift. fjBSf Of EVIL I3 tr ' S^Bf 
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$106 quniotmen 


A demon who has executed countless victims in its bloody guillotine. These beast's two halves serve as 
one whole, clomping down to bisect targets in between. Make sure thot isn't you and strike either half 
until both expire. 

Nest of Evil Burnt Paradise 
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J\no Laura 

Camilla's servant. Chase down this femme fatale and take her down quickly. Like Lilith, she wilt often 
dodge attacks, hut Laura also strikes hack. 

Forgotten city 
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COCKTAIL DRESS. 


MIDNIGHT TIARA.. 


.3.45% 


.2.07% 


107 Nyx 


The master of night. Watch out for the naughty nurse's syringe, her venom will poison you! Nyx holds 
one of the cords needed for Wind's "The Gambler" guest. 

Nest of evil I3 tfl street 
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HEART... 

.8.28% 

PRINCESS COAT. 

.1.38% 


|I08 Minotaur 


A creoture with the head of a bull and the body of a man. An excellent farming forget, Minotaurs offer 
a ton of EXP and SR along with dropping two extremely useful and valuable items! He can be a mild 
challenge, though. Watch for his leaping attack, his stone breath, and his lunging strikes. 

Nest of Evil Burnt Paradise, mi Academy 
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YoriGK 


A skeleton that ceaselessly chases its own skull. This fellow of infinite jest, of most excellent fancy, 
holds one of the cards needed for Wind's "The Gambler" quest. 

Nest of evil forgotten ctfy. Burnt Paradise 
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.6.90% 


4 42 Dragonfly 


An insect that spits burning liquid. By the time you meet the Dragonflies, their HP should be something 
you can take care of in one hit from either character. Jump mid strike them down before they huve a 
chance to shoot projectiles ot you. 
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4SrD7 Demon Head 


of the ancient snake god. This bony favorite and its otherwordly jockey bounce around 
room seemingly randomly, causing damage when they actually run info you. Strike the skull to 
break the entire creature apart. 

Nest of evil Forgotten City 
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An ancient devil that only has a face end six wings. This strange creature appears from the ether and 
is easy to dispatch by striking him as he begins moving. Fresh roses are the opposite of what Demon 
Head's loot srneils like. 

Nest of Evil. Forgotten City. Dart: Academy 
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A frond who takes great pleasure in slaughtering people with knives. Goodbye, Porkpie Hat. This cousin 
of the Fleaman throws surprisingly damaging knives as he hops around. Use Subweapons or the Nebula 
whip to strike them, end use Clear Skies if you want reprieve from their knife onslaught. 

Nest of ML 13 ^ street. Burnt Paradise 


D8 Lesser Demon 


0®^ 


PORKPIE HAT.2.76% 


SPICY SHRIMP...2.76% 


A demon who wields powerful magic, Endure a delightfully low drop rate to lake from these demons a 
ring needed for Wind's "Overcome the Curse" quest. They lumber forward slowly, but they can leap end 
create fireballs, as weif. 

Nest of evil Forgotten Glfy. Dari: Academy 
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SKULL RING_ 




1.38% 


D9 quoin King 


Poison Worm 

■ the rarelyseen king of the ghouls. Appears when all the Ghouls in an area in T 3* Street ore van- 
worm, poisonous to the touch. Like the Sand Worm, attack from a distance to avoid being quisbed. Beware his eerie speed, a gem change from the plodding pace of the Ghouls, 
by this overgrown worm. This one will poison you, gfpggf 

Forgotten city 
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SURCOAT.. 


.8.28% 

ROYAL CROWN. 


.5.52% 


The spirits of nobles; they donee endlessly in aristocratic abandon. Beware, these apparitions often 
waltz back ond forth around platforms requiring touchy [umps. Strike either dancer until both 
dance floor forever. 


KP® street 
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OK 


with a Iron's body ond a griffon's wings. Strike these resilient beasts from afar with Subweap¬ 
ons and magic. Getting dose usaully moons getting tackled. 

Nest of Evil 13^ stneef. Dart: Academy 
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iron Qoiem 


wilh a powerful magic spell. This creature's defense m render a conventional nssault 
switch to quick attacks and attacks that strike multiple limes. 

Nest of Evn 
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125 SKeiefon Farmer 

A skeleton with e green thumb. Even hell could use a plant here and there. Like the Aba line, this Johnny 
Appleseed from the underworld throws out seeds that sprout into Lines striking upward. Unlike Aba Line, this 
farmer is heavily mobile and will jump around, making die whole screen a danger zone. Use ranged obfies 
to take him out. 
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PLATINUM LEGGINGS.4.14% 


PLATINUM PLATE.2.76% 


DouDleAxe Armor 

Armor warrior who wields two axes with deadly precision. These elite warriors can he 
annoying in groups, creating lots of problems for our heroes. Respect their range and speed, 
and go at them full-force before they can fill ihe screen wilh too many axes. 


RICE BALL. 
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Nest of ml Burnt Paraaise 
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123 Demon 


An inhabitant of hell, set free by dark magic. This cousin of Ihe Flame Demon appears ihrough a dark 
gate, then swoops in and out of ihe top of ihe screen while spewing fireballs. Strike it os if swoops 
down and makes itself vulnerable. 

Nest of Evil 
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SUPER TONIC. 


.2.76% 


Bone M 


Bone Pillar. Considered an innovative breakthrough. Beware the explosive ball of Sight the 
Ark generates. Getting nailed hy it means heavy damage. Avoid the explosions and attack the 
firing mechanism itself between valleys. 

of Evil 


126 Alasfor 


A sword possessed by Ihe souls of slain warriors, driven by revenge. The ethereal warrior may be 
invincible, hut the sword itself is not. Strike the sward several times, until it crumbles to dust. If you're 
lucky, you'll snog ihe sword wilh the highest attack rating, 

Nesf of Evil 
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DAMASCUS SWORD. 


.2.76% 


Qoia SKeiefon 


made of o hard, unknown material similar te gold. This elite Skeleton is very powerful and 
throws bones many times faster than any normal bag of hones. As with many enemies that ore actually 
capable of giving you signicont grief, skirt this problem hy killing i! the second it shows up onscreen. Agoinst 
groups af these skeletons, just Dual Crush (or use Cocylus or Salamander) and save yourself a lot of trouhte. 


Nesf of Evil 
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GOLD RING. 


200 


.1.38% 


128 Gave iron 


• A blood-sucking beast that extracts the entrails of caws with its tongue. Beware the Cove Troll's 
frightening and unexpected power! No enemy in Portrait of Ruin will take you from full fife to no life 
more quickly. Strike from max range and then hatkdash, which will almost always cause the Cove 
Trail to jump. Finish It when it tends. If you are ever near a Cove Troll for very long, you will become 
weikquainted wilh the Game Over screen. 


Nesf of Evil 


JAMON IBERICO.. 

....,.6,21% 

PEKING DUCK... 

.5.52% 



A demon in the form of a unicorn. One of Hie best musicians in heLI, Strang enough to be u boss, 
this rocket dashes back and forth, like a faster, more hip version of Behemoth, By now you're strong 
enough to put a Subweapon or two onscreen while attacking and using Critical Arts, and a couple 
volleys af all lhat pushes Amducios down nicely. 


A primitive god of fire, captured by Dracute's mngic. Another Dawn denizen, the Aguni can be tough 
until you recognize its patterns. Occasionally, it will swoop back and forth three times; simply duck to 
ovoid Ibis, It will also sometimes slash downward with EEs hand three limes. Moving in either direction 
during Ihe time of each stash is enough to make them miss, juststoy moving and don't get cornered. 
Apart from that, Aguni will sometimes fly upward, then drop on top of you, creating a wall of Fire—run 
out from under him, then leap over the fire, Ihe some is true of his occasionally fireball strikes. He 
doesn't spit the fireballs at you, rather he shoots them at the ground where they creates walls of fire 
you must leap over. Leap over each wall, and strike at Aguni's hand, ff you are quick, you can doable- 
jump and strike agoin each lime, or toss a Subweapon os well. In general, Aguni fills up too much of 
the screen with damage to make having your partner active worthwhile. 


A demon whose very gaze induces terror. This boss from Down of Sorrow has a variety of attacks. He 
con punch horizontally or vertically with his massive fist, which you con acluolfy use as a platform. He 
can also fire a massive beam wilh nearly no warning. The best way to attack him is ducking point-blank 
in his face, hitting him with os many attacks as possible. You'll occasionally he forced to move from this 
position, voluntarily or not, by his fist. 


A master of pestilent locusts from Ihe deep abyss of the underworld. Everyone missed Abnddon as well, 
yes? This crazed conductor directs clouds of locusts around the screen to eviscerate you. Watch his 
motions carefully—the locusts follow Ihe patterns he draws in ihe air. With careful jumps and use of 
the Griffon Wing jump ability, you can ovoid most damage from the insect waves. In between attacks, 
strike hard at Abaddon using Critical Aits and Subweapons, Like Aguni, Abaddon's damage is too rough 
to keep your partner out all the time. 


A cnce-gentle beast, warped by magic and driven mad by imprisonment. Didn't miss Gergoth? Neither 
did we. But he missed all of us, ond you'll meet him again in the Nest of Evil, attempting to door 
Wind's "Kill Gergoth" guest. Remember your Blank Book! 

Nest of Evil, boss Rusn I 


A demon who assumes the form af its intended victims before killing (hem. A mirror image of Charlotte 
or Jonathan, it will use whatever you were equipped with when you enter its lair. This con work far and 
against you; entering equipped with no weapons, spells, or Subweapons is a for different experience 
from entering equipped wilh Alucard's Spear and Kunai! 


A demon who has mastery over lime. This boss from Dawn of Sorrow bounces from Ihe floor to the ceil¬ 
ing and buck, throwing doggers and slushing with a clawed hand. Slide under his ceiling drops, which 
avoids the projectile ulso, end strike him whenever he's nearby. When he flashes briefly, stay your hand 
for o second—if you strike him just after one of these flashes, he will freeze time and hit you. 


A zombie disguised as Trevor Belmont, It's lime to put your Bible, Crass, Holy Wafer, and ultimate 
Holy weapons away for a harsh encounter with one of the game's only Holy resistant enemies, o 
Dopplegonger of Costfevania 3's hero! fake Trevor's whip and lackles strike hard, so ovoid attacking 
him directly, especially when his friends ora still alive. 
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A womon of irresistible beauty, No man can defy her will. Except for men equipped with 1*000 Knives, 

If you let the fight go on for very tong, she will charm Jonathon ond make it very difficult. Charlotte., her 
muscle tamer! against her, is forced to lean on her offensive skills against an enemy resistont to most 
magic, if yon wont to fight, equip Charlotte with o weapon that has a melee element (like the Tomes of 
Arms) ond strike Astorte while avoiding Jonathan's attacks. Or, you can drop Into the room, do 1,000 
Knives, and calf it a day. 

sandy Grave, boss rush 2 __ __ 


■ A zomhre disguised os Grant DaNasty. A Dapple ganger of Castlevanta 3's acrobatic thief has arrived as 
well He's not particularly aggressive, but watch for him to spring from the floor to ceiling and hack. For 
the most part it's safe to ignore him and focus on the other foes first. 


A zombie disguised as Sypha Bel nodes Castievania 3's mage was duplicated as well, and shows up 
here resistant to many spell effects. Use slashing abilities to strike at the air. 


The one who is many. This horrifying gibbering collection of squirming corpses returns, with a loser- 
equipped core. Bash your way to the center and strike the heart, hut avoid the zombies on the ground 
and the laser eyes tha t appear whenever you clear a section of corpses. 

Nation of Fools, boss rush 2 


A beheaded knight who carries his severed head. Avoid this creature's overpowering attacks and strike 
its body. It's probably best to send your partner awoy, especially during its projectile attacks. 


. A creature of theswomp. You can double-lump indefinitely in the water, invaluable in this fight. 
Whenever he sucks oil the water from Hie room, strike his head until he begins to refill the room, then 
continually douhl&iump upon the rising liquid to avoid damage from the high-pressure jet. 

Forest of Doom, boss rush 2 


A beast who rebelled against heaven; it fought on even after it was killed. The beast that bushed beams 
into bits to bite you is back as a boss. There are platforms an either side to assist you in getting over 
him when ho rushes on the ground. Avoid his mvoltingly massive tongue when fighting on ground level. 


A demon that lives in small, enclosed spaces. Keremet lives in a bubbling pot, and is probably very 
grouchy. He certainly looks the part, only letting his face appear to frown, and vomit out toxic waste. 
Slash at his face and avoid striking the balls ho fhrows, which explode like acid plains when struck. 

,Great Stairway, boss Rush 2 
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is Sf ena 

& twin sister. She's a skilled swordmaster. 

Tower of Deafti. Master's Keep. Boss Rush 2 
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Medusa 

h monster who turns her victims to stone. One of three Gorgon sisters. Her petrifying ray does nothing if 
you're facing the other direction. Beware her Medusa Head swarms and her snake form I 

Burnt Paradise. Boss Rusn 3 
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W7 Loretta 

• Stella's twin sister. She's o powerful witch. 

Master's Keep, boss rush 2 


152 Mummy Man 




A member of a royal family who became o mummy in search of everlasting life. Like Aslarte, this 
grounded enemy is extremely susceptible to 1,000 Knives. 
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Forgotten City. Boss rush 3 


N8 Brauner 

An artist who became a vampire and renounced humanity. 

Master's Keep, boss rush 2 
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153 wrap's Memory 

A memory of the fast Belmont to wield the Vampire Killer. This creature is very strong, but attacks very 
predictably. If you jump, throw a Cream Pie, then double-jump and toss two more, the enemy will 
respond by throwing an axe, almost certainly useless until he backs you into the corner. Keep repeating 
the pattern until the corner, than jump under one af the axes ond over him. He'll turn and swing, but 
probably miss. Wash, rinse, repeat, fare pretty easy solution to an otherwise hard fight, ironically 
involving the game's eosy pick fer worst weapon! 


m me creature 
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An artificial being created by q mad scientist, this bruiser is one of the offensive powerhouses in Portrait A 
of Ruin, [quipped with a rocket launcher, machine guns, and a megaton punch, The Creature can bring , ■ ' 

Ifie pain. Avoid his rockets, leaps, and punches while striking him, and don't be afraid to use a Dual ; T CT T TTtVO fiT fT A 

Crush like Divine Storm to negate all his bullets. ^ j-J ^ ^^ Cllj LU Q 

Nest of evil DarK Academy, boss rush 3 



The true master of the castle. He steals mens' souls, and makes them his slaves! His words are as 
empty as his soul. Mankind ill needs a savior such as him. 

Master's Keep 



SF ATK DEF 

MND 

60 100 25 

0 


a 


*'$350 werewolf 
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A cursed man who transforms into a ferocie us beast when the moon is full. Mostly bark and no bite, ^ . 

this fiend attacks along the ground and in the air, hut is easily dispatched through coordination of strong, n 
Subweopons and spells with Critical Arts, There's no reason to hold back on MP when the boss arb you - 
get at the end will refill iti 

13 th Sfreef, Boss Rush 3 


True Draeula 


■ The true master of the castle. Behold his true form, and despair! 

Master's Keep 
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